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“YOU ARE ABOUT TO EMBARK 
UPON THE GREAT CRUSADE.” 


PARACHUTE INTO THE WAR 


as Lt. Jimmy Patterson of the Air- 
Transport Corps in Medal Of Honor:: 


Frontline for the PlayStation.2 


computer entertainment system. 


After taking part in tbe largest aerial 


troop drop in history, you'll fight the 
Axis Powers as an agent of the OSS. 


Battle on the front lines or go it alone 
behind enemy lines using over 20 
authentic WWII weapons to bring 
down the Third Reich. Survive the 
first deadly mission and you’re only 
17 more away from victory. 


You don't play. You volunteer. 
www.moh.ea.com 
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General Dwight D. Eisenhower, D-Day. 
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STEP INTO THE BOOTS of 
‘Lt. Mike Powell of the First Ranger 
Battalion in Medal Of Honor: Allied 
Assault for your PC. Join the ‘special 
infantry’ as an elite soldier trained to 
execute covert missions in advance 
of major Allied’ offensives. Fight with 
a crack unit or go it alone using over 
20 authentic WWII weapons to defeat 
a vicious, motivated enemy. But 
remember with six harrowing cam- 
paigns, the only reward for victory is 
another deadly mission. 
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Goes from liquid to foam... 
cools & soothes your skin. 


Comfortable 


The only alcohol-free medicated pad... 
cleans, treats, prevents...no harsh experience. 


On The Move 


Single-wrapped cleansing wipes... 
unclogs pores & fights acne...wherever. 






You turned the system off hours ago. But as you teeter on the 
edge of sweet slumber, there's the game again. It plays on like 

a lullaby, just under your eyelids, an omen of the fun you'll have 
the next glorious moment you get the controller in your hands. 
You'll find game power like this in Nintendo GameCube;" now at 
Wal-Mart. We have all the games you've been dreaming of and 
Every Day Low Prices that mean you can actually afford them. 


Walmart«com 1 2007 WALMART 





WAL*MART 


ALWAYS LOW PRICES. 
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Cards steal first 2 in NY 
BASEBALL 


| - Yanks storm back 








to force game 7 


Pressure on shoulders of 
first-year Bronx boss \ 


| b BASEBALL From Page 22 


By T. Lyons 


As if there isn't enough pressure 
being a rookie manager in Game 
Seven of the World Series, this new- 
comer has to manage against history 
and expectations, not to mention a 
very talented Cardinal club. 
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With the world's deepest franchise mode, plus graphics and í D 
gameplay as staggering as a 92-mph splitter, you can create your WORLD SERIES | 


own team, your own season and your own story. Make it а good one. BASEBALL 
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34 SWING SHIFT 


Spider-Man is ready to chase e 
the bad guys out of the Play- 
Station 2, Xbox, Game Boy 
Advance, and GameCube. Here 

are some exclusive first reviews, = 
just in time for the movie! 
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Prepare to enter that dark and seamy underworld ۹ 


















known as Electronic Entertainment Expo previews. 
The GamePro editors prodded and probed game 
companies for their E? secrets, and here's what 
we discovered. 


STRATEGY ситу 


у (PlayStation 2) 
If you're going to survive this vicious game, 
you need to play dirty and develop some 
antisocial behavior. Here are some mean 
tips and tactics for beating the toughest levels. 





' (PlayStation 2) 
Here's how to master the Force 
and more to rule space as the Jedi 
Starfighter. You'll learn how to un- 
cover the hidden objectives and use 
some cool cheats, too. 


CODE VAULT 


Warning: Once you use these codes, you'll never play Star Wars Rogue Leader: 





Rogue Squadron Il (GameCube), Pirates: The Legend of Black Kat (PlayStation 2), 


Sonic Advance (GBA), and a bunch of other cool games the same way again. 


Cover art courtesy of Activision a 


Cover artwork including Spider-Man, the character, TM & © 2002 Marvel Characters, Inc. 
Spider-Man, the movie, © 2002 Columbia Pictures Industries, Inc. All Rights Reserved. 


p 





































EXTREME 





GAMING 


SCORE WITH THE GORGEOUS 


LADIES OF THE DIGITAL. 
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PLAYSTATION Z ARE HERE 


AND ONLY NYKO DESIGNS 


THEM TO MEET YOUR NEEDS. 
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* PRESSURE SENSITIVE BUTTONS 
* VIBRATION FEEDBACK 

FULL DIGITAL, ANALOG AND 


STEERING SIMULATION MODES 
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RTIGA Ч 
STORES 12 GAMES, 
DVDs ов CDs 
SUPPORTS YOUR 
SYSTEM VERTICALLY 
HOLDS THREE 
MEMORY CARDS 





POWER SWITCH 
CONVENIENTLY MOVES 
THE ON/OFF SWITCH 
TO THE FRONT OF YOUR 
PLAYSTATION 2 
DESIGNED TO MATCH 
YOUR PLAYSTATION 2 
SYSTEM 





VISIT US AT NYKO.cCOM 











PlayStation® 2 is a trademark of Sony Computer 
Entertainment Inc. Omega 2, Vertical Tower, Power Switch 2, 
апа NYKO are all trademarks of NYKO Technologies, Inc. 
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SNEAK PREVIEWS & PROREVIEWS 


60 Sneak Previews 

Resident Evil (GameCube), Onimusha 2 (PlayStation 2), Tekken 4 (PlayStation 2), ToeJam & Earl III (Xbox), 
Lara Croft Tomb Raider: The Angel of Darkness (PlayStation 2), Mortal Kombat: Deadly Alliance (PlayStation 2), 
Way of the Samurai (PlayStation 2), and more! 
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Here's the final word on Star Wars Jedi Knight Il: Jedi Outcast, Freedom 
Force, and Global Operations. Now you can look forward to Unreal 
Episode Il, Warcraft Ill, and Soldier of Fortune II! 
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Star Wars Jedi Knight Il! Page 48. 








52 Dragon Ball Z: Collectible Card Game (GBA) and Resident Evil 
Gaiden (GBC)...oh, boy! Coming soon to the GBA: The Lord of 
the Rings: Part One, Mega Man Battle Network 2, and much more! ل‎ 


SPORTS PAGES 


90 Sega Sports is readying NFL 2K3, NBA 2K3, Virtua Striker 2002, Home 
Run King, and World Series Baseball. EA Sports is prepping Madden 
NFL 2003, NCAA Football 2003, and NASCAR Thunder 2003. 
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Ro e-PLaver’s REaLIr 


9 6 Here's the latest info on Final Fantasy XI (PlayStation 2). Also, check 
out Star Wars: Knights of the Old Republic (Xbox), Grandia Xtreme 
(PlayStation 2), and Phantasy Star Online Version 2 (GameCube). 





Final Fantasy XI! Page 96. 
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We're better 





We've been hard at work in the off-season improving our game. 
The payoff – High Heat™ Major League Baseball® 2003 is a quantum leap forward in graphics and animation. Player 
movement looks fluid and life-like. There are seven new gameplay modes and highly realistic audio. And we were already 
rated the #1 baseball videogame by numerous sources, including GamePro and the Official PlayStation Magazine. 


* Newly enriched audio with hecklers, vendors and dynamic stadium announcers. 


ж New gameplay modes include Home Run Derby™, Fantasy Draft, Batting Practice, 
Stand Alone Playoffs, Create A Player, Player Editor and Two On Two Showdown™. 


ж New action includes a superjump at the wall to snag homers, and tons of player celebrations and frustrations. 
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“it’s hard to imagine Triple Play or even All-Star 
Baseball coming close to this perfomance." 


— GamePro, March 2002 


“High Heat is the best baseball game on the market." 


— Official PlayStation Magazine, April 2002 
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CATCH THE ACTION АТ: WWW. highheat.com 
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From Your Friendly 
Neighborhood 
Spidey-Fans 


In 1962, high school chemistry geek 
Peter Parker was bitten by a radio- 
active spider in a science lab mishap... 
and a new superhero was born! Spider- 
Man has since become one of the most 
beloved comic book characters of all 
time, and now a cool new movie is 
hitting theaters. 

Of course, every Spider-Man fan 
knows that there's more to his story 
than webbing and tights. Petey boy's 
struggles with teen angst, identity 
crises, lost love, and family obligation 
have become almost as famous as the 
web-head's epic battles against the 
Vulture, the Green Goblin, and even 
[fill in your favorite Spidey villain here]. 

In time for the film's release, the 
folks at Activision have enabled Game- 
Pro to bring you exclusive first reviews 
of Spider-Man for the Xbox and the 
PlayStation 2. And because they like 
you so much, they tossed in the Game 
Boy Advance game and a few screens 
of the upcoming GameCube game, too. 

Despite the gameplaying muscle 
in these new game machines, though, 
there’s no more powerful visual appa- 
ratus than the human imagination... 
and none more critical either. Kudos 
to the fearless game designers at 
Treyarch for taking up the daunting 
challenge of satisfying generations 
of loyal comic book readers who've 
formed their own mental pictures 
of Spidey's amazing web-slinging and 
gravity-defying aerial moves! 

Was Treyarch able to accurately 
re-create the wall-crawler's super- 
human moves? Could it capture the 
drama and the heartbreak that plagues 
the life of Aunt May's favorite nephew? 
Keep flipping the pages, true believers, 
GamePro's resident Spider-Maniacs 
reveal all. 


The GamePros 
Oakland, CA 
letters @gamepro.com , 









1 just wanted to know if there's any chance that 
games for the Xbox that say, “Only for Xbox” like 
Halo, will ever be made for other systems? 

> Jesse3789-Via Internet 


Well, Halo won't show up on the PS2, but it might appear 
on the PC. Microsoft, which owns Halo's developer Bungie, 
won't want to see the game on systems that compete 

with the Xbox. But generally, if a game is exclusive to one 
system, it may stay that way for a certain amount of time, 
then appear on other systems in a slightly different form. 
Remember when Mortal Kombat 3 was exclusive to the 
PlayStation? Ultimate MK3 came out the following year 





for pretty much every system on Earth. So don't expect 
Microsoft games to stray to other game machines, but 
any exclusives that are created by third-party companies 
could one day make an appearance on other systems. It 
all depends on the business arrangement a company has 
with Microsoft. However, if such Xbox games do show 

up elsewhere, they won't appear for a while and they 
probably won't be the same exact thing. 








Oh beloved masters of GamePro, I’ve been search- 
ing for weeks for the Final Fantasy VII Original Music 
Soundtrack, and Рт not having any luck. Where in 
the world can І find this CD? 

> José Alvelo-Toa Alto, Puerto Rico 


Since you're writing to us from sunny Puerto Rico, your 
best bet is to look online. Have you tried www.ebay.com? 
This all-powerful auction Web site usually has several list- 
ings for FFVII soundtracks. If that fails, you can 
check out www.gamesoundtracks.com, a 
German site that ships internationally—it's 
easy to browse and features a good selection. 






We read in GamePro that SNK went out of 
business. What happens now to King of 
Fighters, the best fighting game ever? 
With SNK gone, is the company selling 





off its old stuff, and if so, where? Will the company 
ever come back? 
> Dario & Matthew-Los Angeles, CA 


Usually, when a company goes out of business, that's 
that—there ain't no comin' back. SNK, however, is not 
your average company. After the Japanese and U.S. divi- 
sions went under, the assets were sold off, and now the 
whole mess is being restructured under a new company 
run by SNK's old chief executive officer! The new com- 
pany will be known as SNK Neo-Geo. The American 
wing will handle only arcade releases, and all home carts 
will come from either Japan or Korea. As for King of 
Fighters, you can find KOF 2001 in arcades if you search 
for it, and the home version, which came out in March, 
will run you about $300 from www.neo-geo.com. 





Is it true that you can record Xbox games? A friend 
of mine says that with the right connection, you can 
record your game action and even add MP3 music 
to it to make a sort of music video. What do you 
need to have in order to do this-other than an Xbox 
and a game, of course? 

> Daniel Powell-Via Internet 


You can do this with any video 
game console, Daniel, not just 
the Xbox. Instead of connecting 
the video cables to your tele- 
vision, plug them into the inputs 
on a VCR. Ta da! If you want to 
make a digital video project 
out of it, you can plug the video 
into a capture card in your computer and create a 
QuickTime, MPEG, or AVI movie with the footage 
that you capture. If you have a Mac, try Apple's iMovie— 
it’s free. If you want to see a sample of just what kind 
of fun you can have, check out the hilarious Halo 
"Warthog Jump" movie, available for download at 
http://halo.bungie.org/misc/warthogjumpmirrors.html. 
Then go and make your own mini-masterpiece. 














In every Final Fantasy game I’ve played, there 
have always been two characters named Biggs 
and Wedge. Why the heck is there a Biggs and a 
Wedge in each one? 

»> Zach Waldree-Florence, AL 
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As any self-respecting Star Wars fan can tell you, Biggs 
Darklighter was Luke's best friend and idol growing up 
on Tatooine; he died piloting an X-Wing in the attack 


on the Death Star at the end of A New Hope. Wedge 


Antilles was Luke's right-hand man in Rogue Squadron 

and is the only other X-Wing pilot to appear in all three 
of the original films. So what are Biggs and Wedge doing 
in Final Fantasy? It's just Square paying tribute to one of 


the most successful film 
franchises ever. 






Ree-dur 
Kwest-shun 


My friends and ! have been 
arguing about how you 


| 


A) 
W 


pronounce the last word in 
Super Smash Bros. Melee. 


My friend and | have been A 


ing it like it is in the dictionary, 

“may-lay;’ but when we got the 

game it sounded like “тее-Іее> 
and my other friend says it like 
that, too. Could you tell us how 

this word is pronounced? 

> Mark Zegarra-Vienna, VA 


Always trust Noah Webster. The dictionary pro- 
nunciation is correct, of course, so you've got it 








he uses his shoryuken attack (not far off from "sure 
you can"). 
“he-rohs,” 


Oh, and those tasty Greek sandwiches are 
not “jeye-rohs.” 


Life Way Before Mario 
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right. Speaking of Nintendo characters, Metroid's hero 
is Samus Aran (""Samm-us Air-an"). That's the tip of the 


video games tongue-twisting iceberg: Eidos’s big hit 
about cyborgs and conspiracies is Deus Ex (“day-oos 
ех” from the Latin phrase deus ex machina for “god in 
the machine"). Sony's critically lauded action/puzzle 
game for the PS2, Ico, is "ee-koh" not “eye-koh.” Simi- 
larly, Sony's Shadow King, Okage, is pronounced “Oh- 
kah-gay"—it's not "oh-cage" because that would make 
him an Irish ninja. The hero from the Street Fighter 
series is Ryu (‘‘ryoo,” one syllable—not "rye-yoo"), 
and when he fights the big Russian Zangief ("Zahn-jiev"), 






four-eyed dragon 
dunjin master 
dpad destroyer 
tokyo drifter | 
iron monkey 
danelektro 
major mike 
miss spell 
dr.zombie 
star dingo 
airhendrix 
brobuzz 


pongsifu 








Illustrations: Francis Mao 


Tell Us What You Think! 
This is your magazine, so tell 
us what you'd like to see in it. 
Send your letters to: 


GAMEPRO JUNE 2002 


Got a strange urge to communicate with the GamePro editors? E-mail them at “editor’s name" gamepro.com! 






GamePro magazine 
Dear Editor 

P. O. Box 22210 
Oakland, CA 94623-2210 



















1 heard that Nintendo has been around for 112 
years. Is this true? 
> Brian Morgan-Point Mugu, CA 


Nope —it has been around for 113! 

d Nintendo was founded in 1889 
| € by Fusajiro Yamauchi, the great- 

< rj grandfather of the company's 
К current president, Hiroshi Yama- 
uchi. In the beginning, the com- 

X ] pany successfully sold playing 
TONS cards, including the first plastic- 
coated cards in Japan, and signed its 

first licensing deal with the Walt Disney 
company, producing cards with Mickey 


1970s, the company had transi- 
tioned into making indoor light- 
gun shooting ranges and eventually 
its first breakthrough electronic 
product, the Game & Watch. 
You can learn more about Nin- 
tendo’s history by reading David 
Sheff's book, Game Over—it's 
really good. 


ОорѕРго 


Stealing is bad, mmmkay? Seems the letter attributed to 
JJ. Postier in the April 2002 issue was in fact written by 
Will Herring. J.J. ripped it off since Will's letter originally 
appeared in another gaming magazine published earlier. 
GamePro regrets the unwitting error and would really like 
to spank Postier on the posterior for being a thief. 


For more letters, 
go to gamepro.com! 







We cannot publish all letters and 
e-mail messages, and we cannot 

send personal replies to all your 
letters or e-mail (though we try). 
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Neo Vasquez—Compton, CA 


Winners 
Receive a 
Free 
GamePro 
T-shirt! 


Send Us Your Art! 
GamePro magazine 
Art Attack 

Р. О. Box 22210 
Oakland, CA 94623-2210 


All art becomes the property of 
GamePro magazine. Sorry, we 
cannot return artwork. We will accept 
color photocopies or digital scans. 
Send to artattack@gamepro.com. 





GAUNTLET FJDMIDWAY 


DARK LEGACY’ 


nice rack, dude! 


“PlayStation” and the “PS” Family logo are registered trademarks 


LLC. GAUNTLET DARK LEGACY is a trademark of Midway Games 
„ Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. 





у logos are trademarks of Midway Amusement Games, 


THE GAME WHERE YOU AND 3 BUDDIES ALL GET TO BE HEROES. 
ONLY THING IS, ONE OF YOU HAS TO BE THE CHICK. 


у Midway Home Entertainment Inc. TM, @ and the Nintendo GameCube logo are trademarks of Nintendo. 


ited under license by 


- 2000 Midway Games West Inc. All rights reserved. MIDWAY and the Midway 
of Sony Computer Entertainment Inc. Microsoft, 





Gauntlet Dark Legacy © 1998 
West Inc. Used by permission. 





Get your friends together for the original, all-4-one, 
one-4-all, hack-and-slash, free-4-all. Gauntlet Dark Legacy 
brings all the excitement, fun and camaraderie of this 
classic to Nintendo GameCube™, PlayStation"2 computer 


entertainment system - and now Xbox™ video game system! 


COMING SOON AVAILABLE NOW AVAILABLE NOW 
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"the team behind the wheel is Reflections, the folks who brought you the; 
so you can count on it being full of huge crashes, out of control п 
like a recipe for some awesome vehicular carnage.” —icv.com 
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FROM THE CREATORS OF THE BLOCKBUSTER SERIES “DRIVER” 
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Stuntman ©2002 Infogrames, 


Inc. All rights reserved. Created р | ayS ta ti O п.о 


and developed by Reflections 
Interactive Limited, an Infogrames 
Studio. The ratings icon is a 
trademark of the Interactive 
Digital Software Association. 
"PlayStation" and the "PS" 
Family logo are registered 
trademarks of Sony Computer 
Entertainment Inc. All other 
trademarks are the property 
of their respective owners. 
Manufactured and marketed by 
Infogrames Inc., New York, NY. 
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generation consoles. 


This month, the Watch Dog shows you how to clean out your old Super 
NES games and initialize your graphics card for Medal of Honor: Allied 
Assault, and offers a deep, insightful analysis of CD extras playing on next- 





| recently bought a copy of Mega Man X? 

for the Super Nintendo. When І put it in 
the Super Nintendo, however, nothing came on 
the screen. Since this game is rare, | doubt | can 
exchange it for another copy. | want to know 
what options | have to make my game work. 
QUINTIN COLEMAN—HOUSTON, TX 


Usually, when a cartridge game fails to 
work properly, it's because the contacts 
are dirty or contaminated—a common problem. 
If you look at the open end of a game cartridge, 
you'll see a thin board with metal contacts (they 
look like piano keys). If they're discolored or if 
there's foreign or “gunky” material present, you 
should clean the contacts. To do this, you'll need 
the following: 
* Rubbing alcohol (Isopropylic Alcohol) 
* Q-Tips/cotton swabs 
* A clean piece of cloth 
* A Phillips or gamebit screwdriver (optional) 
Dip the Q-Tip in the rubbing alcohol and rub 

it over the metal contacts until they are clean. 
The Q-Tip should turn gray. Then, use the cloth 
to wipe away any alcohol residue or just let the 
excess evaporate by letting it sit for about 10 
minutes. You may also want to clean the plastic 
casing by rubbing it with alcohol as well and wiping 
off any residue with the cloth. Some people like 
to dilute the rubbing alcohol with water to cause 
less damage to the connectors, but doing so will 
not only increase the risk of short-circuiting your 
cartridge, but also of corroding the metal contacts. 
If you find that cleaning the contacts doesn't do 
the trick, you can try radical surgery— opening 
the cartridge itself by unscrewing the front and 
back pieces. A Phillips screwdriver will suffice for 
most games. Others may require a gamebit screw- 
driver, which can be purchased on the Internet for 
about $8 to $10. Clean the innards with alcohol 
„ and hope that does the 

trick, but nine times out of 
10, you won't need to crack 
open the case. 
The con- 
y nectors of 
y your Super 

Nintendo it- 
self may be dirty 
as well, and if so, 












you can clean the actual unit. Cleaning out the 
console is a little trickier, so we recommend pur- 
chasing the Super NES cleaning kit from Nintendo's 
Web site. It will run you $9.95 plus shipping and 
handling charges. You may find a console cleaning 
kit at your local Radio Shack, too. 


| was really looking forward to playing Medal 

of Honor: Allied Assault, but when | got it 
home and installed it, | got an error message. | was 
hoping you could help me figure out what it means. 
The message said, “GLVV_StartOpenGL()—Could 
not load OpenGL subsystem.” | have a GeForce 2 
video card, and the game says it supports that card. 
CLOUDSQUALL099724—VIA INTERNET 


According to EA’s Web site: “This error in- 

dicates a trouble initializing the 3D graphics 
card. The first thing to check would be to ensure 
that that the computer meets the games require- 
ments for at least a 16 MB video card with sup- 
port for OpenGL. To find out what type of video 
card the computer has: Go to Start, select Run, 
type dxdiag, and press Ok. Along the top of the 
tool, click on the tab that says Display. On the 
left side near the top it will state the name. Also 
note the Aprox. Total Memory a couple lines be- 
low the name. 

“Next, ensure that the latest drivers for the 
video card are installed. Check the card manu- 
facturer's Web site for any updates and follow 
any directions that they provide. If the computer 
is running Windows XP, make sure that it is using 
the video card manufacturer’s drivers and not 
those supplied with the operating system. 

“Also, OpenGL does not work with multiple 
monitor setups. If the computer has a dual-display, 
it will be necessary to disable the secondary moni- 
tor. Follow these steps to do so: 

l. Right click on the Desktop background and 
select ‘Properties’ 

2. Click on the ‘Settings’ tab. 

3. Click on the monitor that is labeled with a 
number ‘2, 

4. Uncheck the box that says, 'Extend my Win- 
dows desktop onto this monitor? 

5. Click ‘Apply’ and ‘Ok: 


6. The game should now run properly. 


SUBMISSIONS 


At GamePro, listening is what we do best. When you 
have a problem with a product or feel you've been 
ripped off, we want to know. Write to: 


GamePro’s Buyers Beware 
P.O. Box 22210, Oakland, CA 94623-2210 


Or e-mail us at: 
buyers_beware.gamepro@gamepro.com 









“Also, change the desktop 
resolution settings to be 
most compatible with the 
game: 

1. Press the right 
mouse button on a blank 
area on your Desktop. 

2. Select ‘Properties’ from the 
menu that appears. 

3. Select the ‘Settings’ tab 
from the ‘Display Proper- 
ties’ window. 

4. Set the ‘Color Palette’ to 
16 Bit High Color and 
the ‘Display’ or ‘Desk- 
top Area’ to 800X600. 

Note: If you are unable to change these settings, please 

contact your computer manufacturer for assistance.” 


Why won't my burned CDs work on my 
Xbox? Regular (store-bought) CDs work 
fine, but when | insert a burned one, my Xbox 
won't recognize it as an audio CD. Burned CDs 
work fine on my PlayStation 2, but not the Xbox. 
What's going on? 
MICHAEL DOONE—VIA INTERNET 


Well, Michael, it's quite simple: The Xbox 

will not play non-copyrighted CDs. It 
checks the copyright protection layer and verifies 
whether it is a copyrighted CD or not. If it is, 
then it will play. If it isn't, it won't. Sucks huh? 





| was wondering: Since the PS2 can play 
DVDs and music CDs, can it play CD 
extras from music CDs? 
MIKE GUZMAN—LAKE ELSINOR, CA 


m" 
You MAKE THE CALL 


Having problems with hardware or software from 
Sony, Nintendo, Microsoft, or Sega? Here 
are the customer service numbers to call: 





Sony: 800/345-7669 
Nintendo: 800/255-3700 
Microsoft: 800/469-9269 
Sega: 800/872-7342 














Illustrations: Francis Mao 
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ЕМЕВҮОМЕ 


Mild Violence 





11-7. р 
Here comes Crash, in the bigge: 
load times. Super-enhanced graphics. Fully detailed environments. He's really going all out for this one. 





Crash. Maxed. 


crashbandicoot.com 













“Crash Bandicoot: The Wrath of Cortex" interactive game © 2002 Universal Interactive, Inc. Crash Bandicoot and related characters ™ & © Universal Interactive, Inc. All rights reserved. 
Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft 
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The Final Fantasy series will return to Nintendo platforms after a six-year absence. 
It's the reunion that role-playing gamers have been hoping, wishing, and begging for. In early March, Nintendo announced 
that Square will produce games for the GameCube and Game Boy Advance systems. The announcement thawed a six- 







year freeze-out between the companies, which started in 1996 when Square began developing ) 
Л, 


Ж. 


a new subsidiary, which will be financially backed by Fund О, a development fund created Ne 


Final Fantasy VII exclusively for Sony's then-new PlayStation. 





Reuters reports that Square will develop new Final Fantasy titles for Nintendo platforms via 






by Nintendo president Hiroshi Yamauchi. A Nintendo spokesperson told Reuters that the 
company expects the first Game Boy Advance and GameCube Final Fantasy titles to ship _ С 


r 
Fantasy XI now looks more promising than ever. Since it's the first version of Final Fantasy N 












by the end of this year. 






With this new agreement in place, the opportunity for a multiplatform version of Final 


to incorporate Internet play, it's in Square's best interest to line up as many online-capable 
consoles as possible and thereby increase the potential user base. The PlayStation 2 
NEWS BITS should be online by the end of the year (see following story), but Nintendo and Micro- 
ERE soft are expected to reveal their full online strategies at this year’s Electronic Enter- 


PlayStation 2 tainment Expo (May 22—24). For an update, check out www.gamepro.com. 
Greatest Hits 


If you're looking for big 


ао PS2 ONLINE IN AUGUST 


ries from Sony, which will Sony Computer Entertainment America made it official in early March—the 








































company will be launching a PlayStation 2 online service by the end of August. 
Beginning this summer, SCEA will begin selling the long-awaited PS2 net- 
work adapter for $39.99, which will be able to accommodate both low-speed 


Dark Cloud, and ATV Offroz E (dialup) and broadband Internet connections. (No announcement was made re- The PS2 network adapter 
, ) goes on sale in August for 


h for more games to join the garding the planned Р52 hard drive.) The network adapter will come with a configuration $39.99; online gameplay is 


few mon disc for use with EarthLink, SBC, and other major Internet service providers, but Sony currently in beta testing. 
Columbine Lawsuit Dropped assures users that the adapter will work with any ISP. Although the company's Japanese online plan allows ISPs and 
The highly publicized lawsuit that blamed game makers to set their own usage fees (see last issue's ProNews), U.S. users will have to pay only standard 


Sony, Activision, and id Software for the connection fees and the original cost of the game to get online. 


violence of the Columbine school Online beta testing was to begin in March with a group of about 1000 players across the country. Sony spokesperson 


has been dismissed. U.S. D ct Ju Lewis ۴ 3 Р | 
à S um | D i УЙ ЛОЙ ЕН A Molly Smith would not reveal all the online games that will be ready for the August launch, but said that the first-person 
id that the game ma uld 


$ Б shooter, SOCOM: U.S. Navy SEALs, is one confirmed title, and online versions of Frequency and Twisted Metal are 
not have foreseen that their products would 


cause the vielent acte Im bis demesi Babess currently part of the beta test program. If the Japanese online title list is any indication, gamers may have to wait until 


wrote, "Setting aside any personal d Christmas and beyond before a wide range of net-compatible PS2 games are available for play. 


| must, it is manifest that social utility 


LEE EXCLUSIVE INTERVIEW: SHIGERU MIYAMOTO 


DOA3 Expansion Disc Nintendo's resident creative genius talks one-on-one about GameCube Zelda. 


Bummed that the Japanese version of Dead or 
GamePro: lf the GameCube is capable of gorgeous, life-like visuals, why did you opt for a basic, cartoonish look for 


Alive 3 on the Xbox had mo Don’t 


PCR cnet the upcoming Zelda adventure? 


“Bo Disc” for the popular brawler, which 





| have to admit I’ve been hearing that question from a fairly large number of people. I'm just glad 
will feature a new movie and new player out- 


Abe In relate dee Dead CEA fee Bees most of them are still looking forward to the game (laughs). 
optioned for a live-action movie by Mindfire At this year's E", | think we're going to have the game at a point where people can interact with it. Video games 
Entertainment (Free Enter- aren't something you just look at, after all. If you can’t play and feel the game yourself, you're not going to get the 


prise); the film is expected complete picture. So I'd like to hopefully talk about the game a little more once everyone's been able to play it. 
to be completed by 2003 
GP: Many gamers have been vocal about the visual direction partly because they 


thought the sample footage from last year's E’ was a sample of what the first Game- 
Cube Zelda game would look like— more in the style of Ocarina of Time or Majora's 
Mask. How do you respond to that negative reaction? Does it affect what you do? 


SM: A lot of opinions have been exchanged over the net about this and I’ve read a 
lot of them, but...well, I'd like to have them play the game а little and then start 





“The general public still hasn't seen discussing it (laughs). I’m still not convinced that beautiful graphics inherently lead 
what the finished cartoony graphics to а fun game. A lot of game artists in Japan are striving for this ultimate graphical 
look like yet,” says Zelda creator ў , О й 

Shigeru Miyamoto. goal, and the result is you're beginning to see a lot of games that look exactly like 


each other. 
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Fully interactive and destructible enuironments— 
If you can shoot it, you can hit it. 
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INTERVIEW CONTINUED 


When we first started thinking what the graphics should look like, we realized 
that Zelda wouldn't be Zelda if it looked like everything else. The rest of the 
team wanted to keep pushing the series to new fields graphically, and | realized 
that | agreed with what they had in mind, so that's why we're taking the direc- 
tion we are. 

The general public still hasn't seen what the finished cartoony graphics look 
like yet, so all | can really say right now is to just look forward to the game. 


“When we first started thinking what 


the graphics should look like, we real- 
ized that Zelda wouldn’t be Zelda if it 
looked like everything else.” 





GP: Sony and Microsoft will be announcing online products for their systems this 
year. What is your view on console online connectivity? Do you believe that on- 
line gameplay will appear for the GameCube over the next few years or possibly 


even sooner? 


SM: Well, online is popular right now because of the communication factor. Multi- 
player games are fun because you're able to interact with other human beings; 
this is true whether you're dialing up to a network or not. However, that doesn’t 
mean attaching online features to every single game will make all of them more 
interesting. | don't think every game in the world is suddenly going to be online 
from now on. 

As a company, Nintendo believes that network games are simply another 
genre in the overall picture. Of course, the GameCube will have networking 


capabilities that will let you go online easily. We have a lot of experience with 





the kinds of games and franchises that are fun over networks, so we can 
enter the marketplace any time we like without too much fanfare. It's just 
that Nintendo has an extremely broad audience. We've tried to provide 
entertainment that appeals to as many people as possible, and the user base 
for online is still too small for that strategy to work. ISP fees are still a major 
problem over in Japan, too. The state of Internet connectivity is different in 
every country. 


GP: So you think it's still a little early to enter the market on a worldwide level. 


SM: Right, right. | want as many people around the world as possible to play 
my games. So maybe there'll be a small localized-area project here and there, 
but basically, Nintendo thinks it's a little too early yet to go all-out on online. 

1 know Microsoft is basing a lot of Xbox PR on its built-in network capabilities 
and Sony is going on and on about online in its efforts to expand its reach, but 
as far as I'm concerned, online is not the most important issue governing the 
future of video games. Still, while Nintendo is being conservative here, it's not 
that we're ignoring online completely. It's just that there are other things that 
make games fun besides online play, and devoting our time to those things opens 
up a wider audience for us. 


GP: So do you think we'll see a Miyamoto-designed online multiplayer game 


sometime? 


SM: Well, starting a network game project is simple, but keeping it going is a lot 
more difficult. The way | work, once | finish up one game, | want to immediately 
move on to the next one, so when | think about all the time I'd have to devote 
to online game upkeep and such, I'm not sure that really sounds very fun to do. 
PR departments love it right now, but for designers it's not the easiest path to 


Thousands of ways to make 


your thumbs stronger. 






Xbox" C Games 





take. That said, there are people on our team who like online games, and if they 
want to start a project, | might just join it. But designing an online game is not 
my top priority right now...not that I'm confirming or denying anything (laughs). 
| mean, something like Animal Forest, that'd make a great online game, wouldn't 
it? Sometimes | wonder what that'd be like or what Pikmin Online would be 
like...not that I'm making them or anything (laughs). 


GP: Speaking of Pikmin, are you happy with the way the game turned out? 


SM: I'm happy that it's appealing to a very wide age range, kind of the same way 
Mario has up to now. There's this general notion that Nintendo's games are all 
targeted for children, so | wanted to make a set of characters that a wide range 
of people would enjoy playing with. I'd like to keep on using them, and besides, 
there really isn't any game on the market now competing with it, so the game 
has a lot of long-term appeal. 

These days, the problem for a lot of games is that nothing sells anymore 
except for the first few weeks after release. Right from the GameCube’s release, 
we wanted to produce nothing but long-sellers. We aimed for that with Pikmin, 
and by extension of that, we definitely want to keep it going as a series. 


GP: What can gamers look forward to seeing in Mario Sunshine that they 
haven't seen in a Mario game before? 


SM: We're planning to reveal the full details with the playable version at ЕЗ, so | 
can't say too much right now. It'll be very similar in structure to Mario 64. Mario 
has something like a water gun on his back, and he'll be using it to clean up places 
and so forth. He'll be doing a lot of stuff he's never done before. We've been 
trying to tackle some new ideas without losing what makes Mario games fun. The 
GameCube is much more powerful than the N64, too, so the game will be a lot 


livelier than Mario 64 ever was. 
There's tons of stuff moving 
around all the time. 


GP: Fans are very eager to see 
Metroid make its return to Nin- 
tendo platforms. What can you 





tell us about Metroid Prime? 


Miyamoto says “typical” shooter aspects comprise 
only about a third of Metroid Prime. 


SM: Well, everyone who's asked 
me about it thinks it's going to be just another first-person shooter (laughs), but 
essentially our aim is to keep everything that made the old Metroids great. The 
Metroid series is interesting because of the exploration aspect; you really get the 
feeling that Samus is exploring these dark, abandoned corridors in space. Turning 
this into a shooter with a straight first-person perspective would completely 
destroy this feeling, so we're experimenting with camera angles to re-create 
the Metroid atmosphere. Taking a look at the screens available, it's easy for 
people to pigeonhole it into the FPS genre, but the game will definitely focus 
on exploration. 
You'll notice this in the screenshots, but there's a visor, right? The player 

can select all sorts of abilities using Samus's visor, and using them you'll be able 


to discover secret doors and things. 
GP: So there's a lot more to do than in your typical PC-style FPS. 


SM: Exactly. I'd say "typical" shooter aspects comprise only about a third of the 
game. Samus will spend most of her time running around labyrinths, discovering 
secrets, that sort of thing. | think that balance is closest to the original thrust of 
the Metroid series. 
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Glassic Games 


For great finds on more video games than 


you can possibly imagine, check out eBay.com. 
AOL Keyword: eBay 
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happy hunting 





©2002 eBay Inc. Designated trademarks and brands are the property of their respective owners. All items subject to availability. 
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In ^ TV Co ; What's your opinion on the t Evil GameCube 
Rating: 2.5 . : for the GameCube? Resident Evil GameCube... The 
rch engine Yah ys that 
The good news: 


“PlayStation 2" topped its list of 
You really can play 
most popular search phrases from 


Game Boy Advance 
last year, making it bigger than Britney 


games on your TV 

A Spears. Wow...we didn't think anything 
with this accessory. 
The bad news: You 


have to disassemble your handheld to do it. The kit comes 


as Britney Spears. * Speaking of 
which, we really wish we'd stop getting her 
with special screwdrivers and a new backing plate, which EU ү ЫЕ Iss close 
connects to a battery-pack-sized unit with an AC power ough to that of her fan club, The Britney 
input and an RGB/S-video AV cable. Plug the cable into your 


TV like any other console, and you're in business. Trouble 


Beat, that we wind up getting perfumed let- 
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[MI CN rr 


It’s okay ... {rca ITH 
TV/power adapter runs a bit hot, and the whole thing l hate it j 27% Square finally decided to play nice һег апа 


ters from the Philippines addressed to her. No 
is, the picture quality is low in both graphic modes, the kidding. Knock it off. * So Nintendo and 
doesn't really seem like it’s worth the hassle.—Bad Hare 1 haven't seen enough yet . . . .17% make a few wheelbarrows of money in the 
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GP: When will we see the first Nintendo-designed games that use the GBA/ 
GameCube link? 


Inside GP. which is part of The Hub on 
www.gamepro.com. * Mattel recently re-intro- 


You'll be seeing a lot of them soon. Animal Forest supports it over in Japan, \ duced its LED-based handheld baseball 
but it's going to take a little while to complete the American version, so we which was all the rage in 1977. The 
don't have a date for it yet. Also, there will be another Kirby Tilt 'N' Tumble — truth to the rumor that it includes a coupon 
the title will probably be different, but there will be a new Kirby cartridge with for half-off admission into your local disco. 
GameCube support. You'll be able to use the tilt-sensor technology on the cart And if you can pull your old LED games out 
to change the tilt of the GameCube's screen. We'll be seeing a lot of games d of mothballs, Mattel, we have three words 
like that in the future, games that use the connection to create entire new for you: Bri kK htellivision! * Dead 


genres of gaming. or Alive has been optioned as a live- 


Also, if things like the tilt-sensor cart sell well enough, third parties will be able to support it in their GameCube games. action fim Sindee youre 


We've gotten a lot of interest from third-party designers about new hardware like that. So that sort of software will begin "unc айбек Resident Evil 


to become a bit more prevalent closer to the end of this year or the beginning of next year. EGIT ath 
зас makes at le 


GP: Have there been any recent games that impressed you or made you say, “Мап, | wish I'd come up with that"? movie projects floatir 


1 me А іп development hell. • Auto 
М: Hmm...not too much recently, actually. | didn't do too much work on Animal Forest; that was mostly done by newer members d 


А - ۴ Р Modellista...Auto Model. 
of the team, but | think that game turned out surprisingly well. And that's about it (laughs). GREEN eM 


А , Tn А S lista. о Modellista 
| think a game doesn't have to be completely astounding in presentation to be good; as long as everyone can have fun playing it, рс Modellista 


that's great, especially if people who aren't really good at games can get into it. | kind of wish there were more games nowadays that о сава 


pursued that route. 
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EverQuest Online Adventures plans to monopolize 
your free time-and drag the PlayStation 2 onto 
the Internet in the process. Sy Dunjin Master 


X F YOU HAVEN'T heard of EverQuest, you might want to refinance the mortgage on 
the cave in which you've been living. It's only the hugest and most popular online RPG 
out there, and it's about to lay its claim on your PlayStation 2. 


EverQuest Online Adventures LFG 

Sony Online Entertainment has taken EverQuest and remodeled it from the ground up 
for the PlayStation 2. Dubbed EverQuest Online Adventures, this new EQ should take 
consoles places they've never been— specifically, this (along with Final Fantasy ХІ) will 

be among the first online-only games for any console. Unlike Final Fantasy ХІ, however, 
EverQuest Online Adventures' PC cousin already has hundreds of thousands of de- 
voted users, many of which have reached the limits of what they can currently do with 
the PC version. You can bet a large number of these players will look into the Play- 
Station 2 version when it hits. 


For those just joining us, EverQuest is a massively multiplayer online role-playing game (MMORPG), meaning that 


you play in a world filled with thousands of other players, who are all trying to make their own way by participating 
in quests, killing creatures, discovering new gear, and socializing. While EverQuest Online Adventures will exist as a 

separate entity from the PC version, it will keep that backbone and modify it to make sense for consoles. The world 
will be continuous, so there won't be loading between zones, and control will be streamlined for use with the Play- 

Station 2 controller. EQOA will also feature unique quests and dedicated console servers to make sure that your 
PC buddies don't get the monopoly on kewl adventurez. 


WTS PS2 Network Adapter 

Of course, this will all depend on the availability of the PlayStation 2 network 
adapter, a piece of equipment with a bit of a sketchy future. Planned for an 
August release, the network adapter will herald the launch of Sony’s online 
PlayStation 2 services, but some wonder how widespread the PlayStation 2 
modem will be when it's released. If 2 million people want to buy EverQuest 
Online Adventures, but only 100,000 people have the right hardware, then 
only 100,000 people will buy the game. EverQuest's success depends so 
much on the success of the network adapter that Sony Online's marketing 
will hype the modem along with EQOA. 

EverQuest is also known for its dynamic content, enabling 
Sony Online to make sweeping changes to the game at will, from 
balancing EQ's 13 classes to creating whole new continents and 
dungeons to explore. Will this be possible on the PlayStation 2? 
Sony is still researching its plans for dynamic content, and some 
think EQOA might require the PlayStation 2 hard drive, another 
piece of hardware that will cost ya. Sony Online is saying it plans 
to do everything it can to avoid that and still deliver the great 
content that PC users have enjoyed for years now. 


LOADING... Please Wait... 

The bottom line is that EverQuest is an addictive online experi- 
ence, and EverQuest Online Adventures should have you tying 
up your PlayStation 2 (and your phone line) for hours on end as 
you fight, explore, and quest. It will be interesting to see how 
Sony Online pulls it off for the PlayStation 2, but if early samples 
are any indication, it should all work out, and work out well. O 





The human city of Qeynos (Sony EQ 
backwards) is being remodeled and 
optimized for the PlayStation 2. 





The character designs are getting a major make- 
over from the PC version. Here's a troll from the 
РС version (Left) and one from EverQuest Online 
Adventures (Right). 
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you and your friends.some real chal- 
lenge-and some decent loot to boot. 


There are no transitions between zo 
so the world of Norrath should feel 
larger than ever befor: ү 






7 MES 
This froglok stands alone in front of 
what appears to be a froglok town. 
EverQuest Online Adventures occurs 
500 years before the PC EverQuest, 
so you'll see civilizations that no longer 
exist in the PC version. 
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Ж As Spider-Man makes his 

f PS2 and Xbox debuts, Activision 

A changes the gameplay focus from 

22 land to air—and the result is а breath- 
taking joyride through the skies. 


SPiDER-FANS KNOW THAT with EXCLUSIVE PS2 
great power comes great responsibility. FIRST REVIEW! M 


Treyarch and Activision have shouldered both for Spider- 
Man's debut on the PS2, and the results are, well, super. 






4 PROTIP: When battling the Vulture, posffion your- 
] self above him then free-fall down on top of him. 


When he shakes you ОЙ and lands nearby, follow 


and start s | А SPIDER SEN SE 
' £ SENSIBILITY 


Based on the long-awaited big-budget film that hit theaters in 
May, Spider-Man combines aerial races and chases, hand-to- 
hand combat, and stealth in a thrilling mix that you simply won't 
find in another game. The truth is dime qoem comic-book PROTIP: If you need a break BIN 
superhero moves, fights, or cracks wise quite like Peter Parker, jhe razorbats, land on a rooftop and 
cub photographer for the Daily Bugle by day, web-slinging crime- take a few out hand-to-hand. 
fighter by night. The game preserves those unique 
qualities and, like Activision's earlier Spidey titles, 
h gives gamers an immersi eling of stepping into 
Keep an ear tuned for the amazed civilians who Spot En ad blue tights a [ре around 
Spidey as he swings by their offices. York City by a thread. Spidi Ins power, pre- 
dicaments, and personality are not just well-represented— 
they're downright celebrated. 

Like the movie, the game offers a glimpse into Peter's life as 
he evolves from radioactive accident victim to high-flying hero. 
You'll play the first few levels in an early Spidey costume, busting 
heads as you track down the man who murdered your uncle, 
before earning your proper costume. It’s not long before the 















game deviates from the movie's plot, however, and classic villains PROTIP: Listen for enemies to reload, then swoop 
in with an attack before they finish. 





like Shocker, the Vulture, and Scorpion warm you up for battles 
PROTIP: Hide in the shadows and with the game's and the film's main nemesis, the Green Goblin. 
ding) to the ceilings for security breach The game does feel a bit linear in this regard—once you beat 
missions and sneak attacks. А s к 

one bad guy you're on to the next, while waiting for Goblin to 
show up— but each encounter featüres new environments and 
techniques, so it's never boring. It also offers a lot more game- 
play than if the programmers had stayed completely faithful to 
the script. 


THE AIR UP THERE 


In fact, the gameplay itself seems to be constantly changing. 
From beating up thugs and sneaking around alarm systems to б dc d 
The only thing Spider-Man for the PS2 Whizzing around on webs and chasing bad guys through the PROTIP: To quickly change direction in mid-air, 


lacks is a free-roaming mode. Swinging сісу, there's just so much to do. Brawling, racing, stealth, and jump out of your swing, rotate to the new direction, 
around the city is just that much fun. then hit L2 again to resume swinging. 


самена 
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PROTIP: You can knock out punks 
with two punches instead of four if 
you use the web gloves. 





PROTIP: When tracking Shocker 
through the subway, use your Web 
Zip to zigzag through the breaks in 
the tunnel walls. If you try to run, 
you probably won't make it. 





PROTIP: During the Shocker show- 
down, mix web balls with hand-to-hand 
combat and thrown objects to bring 

him down. When you need a refill of 

web fluid, check the ceiling corners. 





PROTIP: The Web Dome (press A 
and Right) is especially useful against 
gangs of three enemies or more. You'll 
want it while you're chasing Shocker 
through the sewers. 





PROTIP: You can't trap bosses in your 
webbing for long-but they are vulnera- 
ble to web balls, punches, and swing 
attacks. 





BY DAN ELEKTRO 
nae : 
the game's biggest improvement, aerial Developed by Treyarch GRAPHS souno CONTROL РЕА 


combat, help spice up the usual fare 2 Published by Ac 
like locating switches and beating the Й 1549.99 Бом. 
bits out of robot guards. - Available тоу 1 player 
The mid-air fights against the Green Goblin 
and Vulture are easily the game's high points. Whereas earlier 
Spider-Man games forced you indoors an awful lot, this game lets 
you get outside and play, jumping on enemies from above and 
frantically trying to keep up as they zoom around your airspace. 
As you progress, you'll also collect icons that enable you to 
unleash new combination attacks. The responsive and logical 
control setup makes it all easy; moving, swinging, and being 
Spider-Man feels great all the way through. 


TOBEY OR NOT TOBEY 


Spider-Man benefits from the jump in graphic resolution that the 
PS2 provides, too. Spidey simply flows, all sinew and athleticism, 
as he swings between skyscrapers and gives goons a good smack- 
down. Thanks to increased draw distance, the sense of scale for 
the aerial city sequences is much larger than it was in previous 
games. Even when there are multiple characters onscreen— such 
as when you're fighting robotic spiders in a parking garage and 
he razorbats while airborne —уои won't spot slowdown. 
Special visual effects like explosions and the reflective lenses on 
Spidey's mask only make the game sweeter. 

The audio is a treat. Not only is there copious use of bold 
music composed for the game and some sharp sound effects, 
but film stars Tobey Maguire and Willem Dafoe also 
reprise their roles for the voice-overs. Maguire is 
a low-key actor, so his lines sound a bit lackluster 
at times— but Peter Parker's trademark sarcasm 
is still evident. Dafoe is downright sinister as the 
Goblin. Fan-favorite actor Bruce Campbell narrates 
the training missions, and his smart-aleck tone is a 
welcome addition. 


EVERLASTING 
GOBLINSTOPPER 


Spider-Man doesn't redefine 

superhero games the way its 
predecessors did, but it does 

expand their scope a bit fur- 

ther and offers giddily satisfying a 
gameplay in the process. Spider- 





PROTIP: This advanced move can get you out 
of some jams: Swing forward with L2, then 
tap L1 to go immediately into a Web Zip. 


GRAPHICS 4.5 " 
The Green Goblin is loose, but trad 
tional PS2 foes like pop-up and slow- 

. down are nowhere to be seen. Smooth 
. character animation and cool visual 
effects give Spider-Man a heroic look. 





SOUND 4.0 
Tobey Maguire's slightly sleepy voice- 
over makes Spider-Man a mellow fellow, 
but Willem Dafoe as the Green Goblin 
is simply scary. The cinematic music, 


Man could have been a cheap Hollywood A w crisp sound effects, and funny verbal 
cash-in; instead, it's a rich PS2 game that \ y asides bring the energy level back up. 
" 
rewards fans of the franchise. = 
i 9 E CONTROL 4.5 
CONTINUED > А The camera lock feature takes а little 
E 


getting used to, but by and large, it's 

| easyto make Spider-Man do whatever a 

| spider can. Even the rotating camera 

_ behaves itself most of the time (plus you 
can override it). 


FUN FACTOR 4.5 
The previous Spider-Man titles set the 
pace; the first PS2 game expands the 

Es. iN scope. There's a lot of gameplay to 
PROTIP: Throwing explosive or in- Levels like the Vulture's Lair force you match the eye candy, and Spider-fans 
cendiaty objects too close to similar to think in 3D as you avoid bombs and will likely love it all. 


stuff will set off a chain reaction. Use robots while criss-crossing through a 
them wisely. booby-trapped clock tower. 
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SPIDER-MAN 








—-«L EXCLUSIVE XBOX 


p Eo 3 FIRST REVIEW/ 


Your FRIENDLY NEIGHBORHOOD Spider-Man brings his lates 
daring exploits to the Xbox. Based on the upcoming movie by Sam 
Raimi, this may just be the best comic book-based game ever. 


If you're thinking of the two Spider-Man games for the PlayStation, stop it 

right now. Treyarch outdid itself this time with new gameplay, stages, and 

villain battles that make the PlayStation games look like Game Boy Color 
ems 8 introduction of aerial combat alone (see sidebar, Aerial Acro- puni epar indian ied 

BE batics”) makes this a whole new game—the tie-in to the movie is just 

3 —— X icing on the cake. 

T In keeping with the movie's story line, you are Peter Parker, and you have 
7 learned that with great power comes great responsibility. At first, your per- 
sonal quest is to find the man who killed your Uncle Ben and exact revenge, 

but over time your goals become much loftier as you face off against Spidey's 
meanest foes. Of course, it all leads to Oscorp and the Green Goblin as the 
game seamlessly weaves together the movie's plot and its own original story. 


SPIDER-MAN VERSUS THE XBOX 


Spider-Man translates to the Xbox very well. The power of the next-generation 
system allows for all sorts of fun bells and whistles, but it also gives the devel- 

opers the strength they need to really refine the wall-crawling gameplay PROTIP: During ground battles, jump toward the 
you've come to expect. The Xbox makes it possible for city levels to be enemy and hold the jump button to land on them. 
so huge that you can travel them in any way you want, including leap- уо атаи free hits, апа other foes won't 

ing from rooftop to rooftop and swinging among the buildings. 2 

Treyarch was blessed with the movie tie-in, which gave the company 
access not only to the plot of the movie, but also to some of the actors 
$ |. themselves. Tobey Maguire, Willem Dafoe, and Bruce Campbell 
lend their voices to the games, as does Dwight Schultz (The 
A-Team’s Mad Murdock). Fearing that the movie’s plot wasn’t 
enough on which to base a game, however, the developers 
worked some classic Spidey villains, such as Shocker, Scorpion, 
and Vulture, into the story. It all works so well that Sam Raimi 
reportedly asked Tr 

























hdi | | 
“Where were you when we were PROTIP: When fighting Scorpion, be 
patient and look for openings. Wait for 


doing re-writes?" " 

x him to climb the wall, and try to hit him 
5 PINS А p A NY 5 IZE with a swinging cannonball. 
All movie hype aside, what really makes and breaks this game are its controls. There are little weird bits 
1 where you press one way and Spidey heads off in the opposite direction, but these mostly happen when 
The city just seems to go on forever in the Xbox — the camera shifts angles, and you can easily compensate for them. The game really shines when you're 
version. Simply marvelous. in the air— you'll be swinging like Tarzan at a Big Bad Voodoo Daddy concert. This game is very good 




















Controlling elevation is vital in aerial 
battles. Thankfully, it's as simple as 
Pressing up or down on the left stick 
while swinging. Watch the elevation 
meter as you go. 


kick while swinging toward Line up the enemy from above and 
y will make Spidey perform hold the jump button to land on top 
onball Kick. Oddly enough, that of them. Do it right, and you'll get in а 
ll take out swarms of minor few extra punches before they shake 
emies, like these razorbats. you off. 
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BY D-PAD DESTROYER 


Developed by Treyarch GRAPHICS SOUND CONTROL FACTOR 
Published by Activision 

$49.99 Action/ 

Available now adventure 
1 player 


re much harder to hit 
so keep moving and 










making you feel like 
own to the cool web-slinging 






.. simply crawling along the ceiling 
. brings across the feeling that you 
... are Spider-Man, not simply playing 


lo 
















Spidey games. This time, 
the bosses are more than 





Each boss has strengths and weaknesses, but ify 
for a pattern to exploit, you're going to fail. 


‘NUFF SAID. са 


You knew it was only a matter of time — 
before someone came along and made 
the ultimate Spider-Man game. Buck 

up, true believers—this is about as 
close as it gets. 1G] 





CONTINUED > 
es 





m the movie make 
DRM 
t, and even the 





CONTROL. 
The contro s really make you feel like 
Spider-Man. Swinging through the city is 
a breeze, but defects in minor controls 
will frustrate you on foot. 


КОИ FUN FACTOR 45 


2 
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SPIDER-MAN 








FUN 
GRAPHICS — SOUND CONTROL — FACTOR 


loped by Digital Eclipse Software 
ublished by Activision ШЕТУ 


d =$39.99 m Action/ 
S 


f] = Available now adventure 


2 WiTH FANTASTIC 
C graphics and enhanced 
web-swinging abilities, 
Spider-Man for the Game Boy Ad- 
vance is a big step forward from last year's 
Mysterio's ; Menace, despite oversensitive controls and easy boss battles. 
The graphics are beautifully crisp, while the backgrounds are rife with 
surface details. There are some moments of slowdown and occasional 
collision detection problems, 
but the fluid animation, wicked- 
cool pseudo-3D web-swinging 
sequences, and fog-simulating 
transparency effects all com- 
bine to make Spider-Man one 
of the most visually engaging 
games on the GBA. Solid mu- 
sic and superb sound effects 
make this game worth playing 
with headphones. 


LIVE FAST, LOVE HARD... 


The levels in Spider-Man games are usually designed to allow you freedom 
of mobility, and this game is no exception, You can crawl, swing, or zip-line 
almost anywhere, and well-placed traps, enemies, and obstacles will keep 
your fingers taxed. The game’s bosses, however, use simple attack patterns, 
making them too easy to beat, and having to trade one special web ability 
for another is annoying. Instead, you should be able to collect multiple 
power-ups and toggle between them. 


+..AND DIE WITH YOUR MASK ON 


Spider-Man also features awesome in-air maneuverability — 
now you can quickly switch directions while swinging 
and zip away from enemies and traps by using 

FEN m * multidirectional web-lines. However, Spidey 
~A | AN „~ will often move too much at the slightest 
wd >> 


= | player 





Though they're a little tricky and will probably 
end before you know it, the pseudo-3D web- 
swinging sequences boast some of the coolest 
animation seen on the GBA so far. 





PROTIP: Chase кп End hit him 
from behind while he runs toward the 
light switch, then avoid his attack, chase 
him, and hit him again. 





PROTIP: Pick up the Arachnid Strength 
power-up before going up against the 
giant killer droids. 





PROTIP: The Vulture can be easily 

beaten if you turn your back on him, 

and then sock him as he tries to sneak 
up on you from behind. 





touch on the directional pad, which is es- 
pecially aggravating when you're trying 
2 to navigate tight spaces and corners. 
“It's too easy to crawl right into a hail of bullets, exposed electrical wires, or 
other deadly traps. Thankfully, health power-ups and extra lives are plentiful. 
Despite these control issues, Spider-Man for the GBA is an excitingly action- 
packed, senses-shattering romp that stays closer to its comic book roots than 
any other handheld game before it. 2 


‘SPIDER-MAN ON 
THE GAMECUBE! 


Fear not, Nintendo. fans Spe A is swinging over to the GameCube, too. 
e same adventure found in the PlayStation 2 and Xbox games will be in 
the GameCube version, 
which should be avail- 
‘able at about the same 
time. Here are some 
sneak peek screens. 


S& | 





MEX. 
at 
а 















WEB DESIGNER 


Treyarch's Gregory John, Senior 
Producer for Spider-Man, talks 
about his great responsibilities. 
GamePro: Many called the Play- 
Station Spider-Man game one of the 
best superhero video games ever 
made—if not the best. How do you 
approach handling its legacy? 


Gregory John: We made it a priority 
to bring the Spider-Man experience 
to an unprecedented level with our 
first-hand knowledge of classic Spider- 
Man and the new feature film Spider- 
Man. Add to that our development 
abilities with next-generation plat- 
forms, and we have the power to 
create incredible visuals and chal- 
lenging gameplay, resulting in a realism 
not yet seen in Spidey interactive 
entertainment products. Additionally, 
knowing that the core of a good 
game is the gameplay, we sat down 
at the beginning of this project to 
set goals as to how we could raise 
the game's fun factor with a large 
variety of gameplay and all-new, very 
interesting encounters. 


GP: Spider-Man is coming out for all 
three big consoles, How many of the 
assets can be shared between them? 


GJ: Cross-platform development def- 
initely has its good and bad points. 
You gain a lot in the sharing of code 
and data, but you have to be smart 
since each platform has its own 
strengths and weaknesses. You have 
to go beyond making the game just 
for the lowest common denominator 
and give something special to each 
platform according to its strength. 


GP: How does Treyarch juggle re- 
sources between multiple projects? 


GJ: Our company grew from a very 

close-knit group of friends, so trading 
resources has always been relatively 

easy. As a company, our success or 
failure is dependent on the success 

and failure of all our projects—and 

we're very driven to succeed with 

every one of our games. 


GP: What's your favorite Spider-Man 
comic book story? 


GJ: Oh, that's easy. Amazing Spider- 
Man #121 & #122, “Death of Gwen 
Stacy” and the following issue when 
the Green Goblin gets it. Also, I'm 
definitely partial to Todd McFarlane — 
he's Canadian, eh. 
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The annual holds its share 
of secrets, but GamePro's expert team has the scoop before 
the show. What can you expect to see at this year's E? Start 
the presses.... 


The GamePro 


ell a 


The big picture is shaping up. Here's what wi likely. 
be the hot topics of this year's show. sy Dan Elektro 





CONSOLE ONLINE GAMING: Sony has talked a good game for two years, 
and it’s time to show what the PS2 will really be able to do when it connects to the Internet in August. 
Microsoft is expected to announce a strong online slate, too, and right now, the Xbox is the only 
console that's ready to go broadband out of the box. And if we're lucky, maybe we'll even hear what 
Nintendo has planned for the GameCube...but don't hold your breath. 


MORE THAN MEETS THE EYE: The PS2 will have a zillion add-ons to 
turn it into a small PC, while there are rumors that the Xbox may be upgradable to an all-purpose 
HomeStation machine. Congrats, everybody —you just bought a Trojan horse, and the mini-PC 
elements might start leaping out of your console to take over your home this year. 


LESS PALTRY PORTS: Many PS2 publishers jumped on the Xbox bandwagon 
with a quickie port of existing game code, not really taking advantage of the Microsoft console's abili- 
ties. Now that the programmers have learned more, expect some tweaks for each specific platform. 


MORE CONSOLE EXCLUSIVES: A: the same time, Microsoft, Nintendo, 
and Sony have all shown that they’re willing to pay for exclusive games. We'll likely see the fruits of 
some serious back-room wheelin’ and dealin’ this year. And if those games are going to be exclusive 
for only a limited time, nobody will dare mention it. 


“М” IS FOR MONEY: The industry watched the runaway success of Grand Theft 
Auto Ill and State of Emergency intently—they make a strong case that a market exists for video games 


with adult themes. Mature-rated content will likely be quite evident as a result. e» Page AO! 


GAME BOY MEETS GAMECUBE: The technology is here, the cable is 


for sale, and Sega has tested the waters. Now it's time to see what all the other companies can do @ Page A42! 


with GameCube-to-Game Boy Advance connectivity. Especially Nintendo... 








TESTING... © Page 43! 


ive E: 15 THIS THING ON? Sega proved 
For н that voice communication during gameplay was possi- 9 
coverage, ble. With the Voice Commander headset, Microsoft Page Aaa 


check out looks to prove that it's not only feasible but fun, too. 
GamePro. .com! @ Page 45! 
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OBODY DOUBTS THAT the Play- 

Station 2 is the current market leader. 
This year's E? will determine how long it holds 
that lead. 


LIGHTS, 
CAMERA, 
ACTION! 


The PlayStation 2 will see plenty of movie-based 

games this year. Gamers got their first peek at 

LucasArts' Star Wars Bounty Hunter via a 

Jedi Starfighter trailer in March. Universal makes 

movies anyway, so its slate is particularly packed 

with games like The Scorpion King, Jurassic 

Park: Project Genesis, and a survival-horror 

game based on The Thing that is enjoying 

some advance buzz. EA will chime in with its 

two fantasy franchises: Harry Potter and the 

Chamber of Secrets (Harry's PS2 debut) and 

Lord of the Rings: The Two Towers. Watch STAR WARS 

for the tentatively titled James Bond 007 in BOUNTY HUNTER 

Phoenix Rising from EA as well. Infogrames will be back with a Terminator title, while Titus EHE омар 

boots up his celluloid cyborg counterpart, Robocop. For more recent sci-fi, BAM! will have Reign 

of Fire and Infogrames is betting on Men in Black 2, while Activision is probably filing а Minority 

Report. And, while not official from THQ yet, watch for Ash to once again battle the Evil Dead. 
After the success of X-Men and Spider-Man, comic-book crusaders are big in theaters, too— 

not to mention in gaming. Encore has the rights to Daredevil, and while a PS2 version hasn't been 

confirmed, it looks likely. Activision will have the vampiric Blade 2, as well as two mutant titles: 

X-Men: Next Dimension and X-Men: Wolverine's Revenge. Infogrames will attempt to repair 

The Man of Steel's reputation with Superman: Shadow of Apokolips; TDK Mediactive will hope 

Aquamans not all wet; and Universal may reveal its plans for The Incredible Hulk. 


SUPERMAN: SHADOW 
OF APOKOLIPS 


THE SCORPION KING 
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OH SAY CAN YOU SEQUEL 


If it's better the second time around, how about the third or fourth? Due for a deux are Deus Ех 2, 
Devil May Cry 2, Onimusha 2, Oni 2, Red Faction 2, Need for Speed: Hot Pursuit 2, Hitman 
2, Midnight Club 2, TimeSplitters 2, Summoner 2, Space Channel 5 Part 2 (maybe), and the 
Dreamcast refugee Marvel vs. Capcom 2. The third time may be the charm for Rayman 3, V-Rally 
3, Armored Core 3, Dave Mirra Freestyle BMX 3, and the tentatively titled Tenchu 3: Wrath 
of Heaven. Tekken 4 and Tony Hawk's Pro Skater 4 should be lurking around as well (the latter, 
despite being obvious, was accidentally announced in Activision's 2001 fiscal summary). And if it weren't 
for Final Fantasy ХІ, the PS2 sequel crown would go to Koei's Romance of the Three Kingdoms 
7, which long ago saw the number of its sequels surpass the number of its realms. 

Of course, several established franchises are due to return without numerals. Watch for Mortal 






















































йч: 


Kombat: Deadly Alliance, Turok: Evolution, Spyro: Enter the Dragonfly, and Laras triumphant NEED FOR SPEED: 
HOT PURSUIT 2 


return in Lara Croft Tomb Raider: The Angel of Darkness. There's even talk that Sonic the 
Hedgehog may find his way to the PS2, but only 
after stopping at another platform first. And if that's 
not enough, look for retrofitted classics like Mid- 
way's Defender, Encore's Dragon's Lair 3D, 
and according to our sources, a new incarnation 
of Тесто% immortal Rygar. 

What about new ideas? Yeah, some of those 
will be on display, too. Keep your peepers peeled 
for Capcom's cel-shaded racer Auto Modellista, 
Мајеѕсоѕ BloodRayne, Crave’s The Lost, Ubi 
Soft's XIII, and Sony's only offline first-party title, 


The Mark of Kri. All look like they'll be fresh SHAUN MURRAY'S 
takes on old themes. PRO WAKEBOARDER 


GOOD SPORTS 


If you're looking to get physical with your PS2, there will be plenty of athletic 
action for you—not to mention some down-and-dirty fisticuffs. 
EA Sports will no doubt have the 2003 editions of Madden 
NFL, NASCAR Thunder, NHL, NBA Live, and NCAA 
Football up and running. We might also see a sequel to NBA 
Street if we're lucky, and word has it that the next original EA 
Sports Big title will be a take on mountain biking from the de- 
velopers of SSX. Sega will come ready to play with NFL 2K3, 
NBA 2K3, NCAA Football 2K3, NHL 2K3, and hopefully 
some online announcements. Midway's sports brand will get 
a boost from NHL Hitz 20-03, NFL Blitz 20-03, MLB Slugfest 
20-03, and NBA Ballerz. And what about the beleaguered 989 Sports? 
Your guess is as good as anyone's. 

If your taste for sports runs a little more aggressive, Kelly Slater’s 
Pro Surfer and Shaun Murray’s Pro Wakeboarder will join Tony 
and Mat in Activision’s lineup, and rumors suggest a two-wheel sport 
will rev up Оз, too. Acclaim will get Chris Edwards’ Aggressive 
Inline in line with its Mirra and McGrath games. And if you prefer 
even more aggression than that, there's always the brawling of UFC: 
Throwdown and Pride FC—not to mention the clay carnage of 
Celebrity Deathmatch. 


GO QUEST, XENOSAGA 
YOUNG MAN 


Fans of lengthy RPGs should have plenty to seek out at E’. Kingdom Hearts and Final Fantasy XI will be the 
hot spots of Square EA's booth. Sony's online plans are critical for FFX! and Sony's own EverQuest Online 
Adventures, which won't be just a port of the PC client (see this issue's NetPro for details). Namco is readying 
the Xenogears prequel Xenosaga, while Midway's troubled Legion: The Legend of Excalibur, which was 
one of the first PS2 games announced before the machine even launched, is nearly ready for its big debut. And if 
none of those sound like your kind of adventure, Agetec will offer RPG Maker 2 for folks who prefer to make 
their own fun. —Dan Elektro 





AUTO MODELLISTA 









DEVIL MAY CRY 
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INTENDO IS IMPLEMENTING its stingy 

E strategy again this year: It won't reveal 
anything about its games until the show, thereby 
forcing attendees to rush to its display area to see 
what's up with the popular Nintendo franchises. 
However, you can't argue with success...or an 
attention-grabbing lineup of GameCube titles. 


NINTENDO 
STYLE 


Nintendo is already on the record as far as Star 
Fox Adventures: Dinosaur Planet and the 
M-rated Eternal Darkness are concerned; they 
are due in the fall and summer, respectively. Mario 
Sunshine, slated for an August release, will be in 
attendance, as will The Legend of Zelda. Zelda's 
controversial new look will no doubt draw crowds. 
Also expected from Nintendo are games based on 
some established franchises, including 1080? Snow- 
boarding 2, Donkey Kong Racing, Mario Golf, 
Mario Tennis, and Mario Kart. Metroid Prime, 
however, is the big question mark: Will Samus Aran 
make her appearance at last? 


HOORAY FOR 
HOLLYWOOD 


Fresh from its high-profile run in theaters, Resident Evil 

by Capcom will likely enjoy a massive blitz on the show 
floor and be joined by the prequel, Resident Evil Zero. 
Infogrames is set to unveil Godzilla, a city-leveling monster 
fighting game starring Godzilla’s classic foes. Universal will 

likely sneak a preview of The Scorpion King. Animation 
buffs will be treated to Robotech by TDK Mediactive, and 
there's also an outside chance that Infogrames' Dragon 
Ball Z GameCube game will materialize. But Scooby Doo 
by THQ and Batman: Dark Tomorrow by Kemco will 


be there for sure. STAR FOX ADVENTURES: 


DINOSAUR PLANET 


SECOND TIME AROUND 


Popular sequels will be led by Super Monkey Ball 2 from Sega; Turok: Evolution by Acclaim; and James 
Bond 007 in Phoenix Rising (tentative title), Harry Potter and the Chamber of Secrets, and Need for 
Speed: Hot Pursuit 2 all from Electronic Arts. Fighting game fans will have to be content with Mortal Kombat: 
Deadly Alliance by Midway and WrestleMania X8 from THQ because Namco isn't ready to talk about Soul 
Calibur 2, which it announced last year for the GameCube. 

Sports-with-an-attitude will include '03 versions of NHL 
Hitz and NFL Blitz, plus the new NBA Ballerz from Mid- 
way. 3DO is hoping that Jonny Moseley Mad Trix will 
cause a snow flurry, and Sega is going for vicious volleyball 
action with Beach Spikers. Among “real” sports games, EA 
Sports will field its usual suspects, including the 2003 editions 
of Madden NFL, NCAA Football, NASCAR Thunder, 
and probably NBA Live. Most show-goers are also hoping 
that an NBA Street sequel steps onto the court. Not to 
be outdone, Sega Sports is prepared to roll out NFL 2K3, 
NBA 2K3, and NCAA College Football 2K3. 


—Brother Buzz WRESTLEMANIA X8 
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At press time, some companies were 
just not ready to talk about their E 
lists, but Activision will likely show a 
new Tony Hawk's Pro Skater, and 
LucasArts might have another Star 
Wars Rogue Squadron installment. 
Additionally, the big GameCube news 
of the year so far is likely to be a no- 
show at E°: Square is bringing Final 
Fantasy to the 'Cube, but it's highly 
unlikely that a version will be on dis- 
play at the show. 
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ICROSOFT HAS BIG plans to back up 
last year's big launch. Can the Xbox con- 
vince the doubters this year? See for yourself... 


PLAYING 
OUTSIDE 
THE BOX 


Leading the charge to support the unveiling of the 
Xbox's online component will be Microsoft's own 
giant robot action game Mech Assault and the 
much-anticipated Halo 2. But count on third-party 
publishers to take full advantage of online playing, 
too. Ubi Soft's Tom Clancy universe will be in full 
force with Ghost Recon and Rainbow Six: 
Raven Shield. And, of course, gamers will be 
happy to see Infogrames' legendary Unreal 
Championship and Sierra's early version of 
SWAT: Global Strike Team. 


THE LAST MORI UT ECHELON STAR манасишанта ок 
ACTION HERO “ocr 


Beyond online games, the Xbox will also have its share of offline hits. Capcom will lead the way with three 
exclusive games: Steel Battalion, Dino Crisis 3, and Brain Bots—a mech game that's rumored to 
use a 40-button controller. LucasArts may be unveiling an Indiana Jones game, while its next Star Wars 
title, Knights of the Old Republic, has already received a lot of buzz (see this issue's Role-Player's 
Realm). And not to be confused with LucasArts' Jango Fett game for the PS2, Crave will be showing 
Mace Griffin Bounty Hunter, a super-cool space and first-person shooter. Microsoft's version of Final 
Fight will come in the form of Kung-Fu Chaos, but the game will have stiff competition from a legendary 
martial arts expert in Bruce Lee: Quest of the Dragon by Universal. Sega's classic duo, ToeJam & 
Earl, is expected to make an appearance, А 
while Sierra’s hammer-wielding heroine, Е } [укы ОУ, 
Kat, will turn heads in Malice. The : à ч 
pesky undead will have er hands MORD та 
full once they meet Majesco's 
female vampire in BloodRayne. Interplays Hunter: The Reckoning will also 
have you battle against haunting beasts, but you'll be able to fight coopera- 
tively with a few friends, too. Besides displaying Rayman 3, Ubi Soft will 
also show off its newest hero in Project 3% Echelon (working title), 


BLOODRAYNE 


stealthy moves from Infogrames' Mission: Impossible —Operation 
Surma, as well. 


y IN THE RING 
si WITH THE XFL? 


It's definitely the year of the extreme-sport genre. Activision's lineup will include 

games featuring Mat Hoffman, Kelly Slater, Tony Hawk, and Shaun Murray. On 
the more traditional side, Microsoft's only sports title will be NFL Fever 2003. 
For baseball fans, Sega will have World Series Baseball exclusively for the 
Xbox. In the ring, Tecmo will show its add-on disc for 

Dead or Alive 3, and there should be a playable 

version of Mortal Kombat: Deadly Alliance 

in Midway's booth. 

—Four-Eyed Dragon 
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HERE's NO XBoy. There's по PocketStation. If you want a handheld system, this is it, 
folks...and Nintendo knows it has you in the palm of its hand. 


OLD IS THE NEW NEW 


For some mysterious psychological reason (currently 
attributed to an excess of Nostalgia Hormone in the 
nation’s milk supply), retro arcade collections and re- 
makes of established SNES classics like Super Mario 
World are all the rage. This year ain't gonna be any 
different. THQ will show a Sega Smash Pack with 
Golden Axe, Ecco, and Sonic Spinball; Majesco 
will have Earthworm Jim 2; Capcom will have 
Super Ghouls ’N Ghosts; and even the old "what 
if 007 was a fish?" Genesis game, James Pond, is 
resurfacing. Some companies are even going the ex- 
tra mile with all-new titles in the “old-school spirit” 
like Mega Man Zero, a new Castlevania, and 
whispers of a new Contra. Maybe Nintendo— 
masters of the Ninja Art of E! Surprise —will have 
the long-rumored port of The Legend of Zelda: 
A Link to the Past (or even Metroid Advance) 
stuck in a corner somewhere. Or maybe not. 
Another trend in GBA-land is pseudo-ports— 

A S in] Merry and | are coming 
games that bear striking resemblances (even if it's Sam is an excellent Fellow Ad 
only in title) to popular next-gen faves. Expect to ha носа тоо. 
see Grand Theft Auto IIl, Medal of Honor LORD OF THE RINGS 
Underground, and Baldur's Gate: Dark Alliance, as 
well as a GBA version of Mortal Kombat: Deadly Alliance. 


SUB-QUESTS 


Since Advance Wars and Golden Sun have proven that RPGs hold great power over on- 
the-go gamers, expect to see Natsume's Lufia: Gaiden, Universal's Lord of the Rings, 
Sega's Shining Soul, and possibly even Nintendo's Magical Vacation, Fire Emblem, and 
inevitable Golden Sun sequel make an appearance. And now that Square and Nintendo 
are friends again, ports of Square SNES classics like Final Fantasy III may finally happen— 
some form of GBA Final Fantasy (FF Tactics is a likely first candidate) has already been 
confirmed for the future. 


A LINK TO THE PAST 


Wondering when you're gonna be able to use that GameCube link cable for some- 
thing other than turning 3D Chaos into 2D ones in Sonic Advance? Animal Forest 
will be one of the first Nintendo titles to support the link, and expect the new Poké- 
mon (late 2002, rumor has it) and one of Square's new titles to make full use of it as 
well. Miyamoto plans on having the new Kirby Tilt 'n Tumble support the Game- 
Cube link, too (tilt the GBA, and the GameCube world tilts!), and Rare's Diddy Kong 
Pilot is on hold ‘til this crazy “tilt” technology becomes a reality. 

And what of Rare's other titles forever in limbo, like Sabrewulf, Banjo-Tooie, 
and Donkey Kong: Coconut Crackers? Maybe they'll be there...then again, maybe 
they won't. Rumors swirl, too, of a Game Boy Advance Advanced, complete with a 
backlit screen— though that's just speculation at this point. Part of Nintendo’s power 
lies in its ability to keep secrets. Its lips are locked; E? is the golden key. 

—Star Dingo 
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T HE PC cAMES market has always been about doing things the consoles could not. But with 
the gap between the PC and consoles narrowing month to month, PC developers are scrambling 
for something new to set themselves apart. This year's Е? will feature the return of some big-time players 
and the rise of some new contestants. Violence, fantasy, and multiplayer gaming still rule the roost this 
year, but the magic word this time is customization—an area where the consoles still fall short. 


COMIN’ RIGHT FOR US! PAS. 


This year's E should remind you of a time when rocket-jumps, quad-damage power-ups, and red keycards 
dominated the world. Activision is likely to show some form of Doom III, the latest in id Software's 
lineup, and Infogrames should have Epic Megagames' Unreal Episode Il and Unreal Tournament 
2003 ready for action. If high-tech überviolence isn't your thing, look for Medal of Honor: Team 
Assault, which will add Counter-Strike-style, multiplayer gameplay to EA's World War II juggernaut. Of 
course, all of these games will be highly customizable; mod wizards are already working on Wolfenstein 
conversions, and you can bet Doom Ill and Unreal II will feature level editors and custom skins as well. 
On the other side of the shooter genre, we'll see a lot of realistic Tom Clancy-style military sims. 
From Infogrames’ Tac Ops to Majesco’s Mobile Forces, it looks like everyone's trying to taste the 
Rainbow this year. There will even be two new Tom Clancy games: Rainbow Six: Raven Shield and 
an action-oriented Clancy shooter (tentatively titled Project 3" Echelon) that already looks interesting. 


SOMEWHERE 
OVER THE LONGBOW 


The BioWare-dominated PC RPG genre will get an infusion of new blood this year, mostly in the form 
of MMORPGs like the player-vs-player Shadowbane, Cryptic Studios’ comic-book inspired City of 
Heroes, and Westwood'h outer-space shooter-RPG Earth & Beyond. BioWare will still show up 
strong with Neverwinter Nights (a modular, customizable RPG) and Star Wars: Knights of the 
Old Republic, which has magically become an Xbox-first title. Interplay will have Icewind Dale 11 ready 
to show, and newcomers like Simon and Schuster’s space MMORPG EVE: The Second Genesis 
should keep the genre alive for another year. Warcraft III will bring fantasy back to the RTS genre; it 
should be close to release by E’, so expect it to make an 

appearance at the show. 

You'll also see non-conventional RPGs this year like = : RAINBOW SIX: 
lon Storm's Deus Ex 2 and LucasArts' Star Wars Si? Ч RAVEN SHIELD 
Galaxies. Also look for action/RPGs like Fishtank's а 
Arx Fatalis and Call of Cthulu to add to the un- 
precedented variety in the PC RPG market. 

—D-Pad Destroyer 
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VEHICLES! 
Drive over 50 of your 
favorite Monster Jam 

trucks through interactive, 
action-packed arenas 

across the world. 


MAXIMUM 
POWER! 

Race through 

arenas, grabbing 
powerful weapons 
and power-ups that'll 
turn metal monsters 
into hunks of junk. 


MAXIMUM 
PERFORMANCE! 
“Soup-up” and modify 
your truck in the Garage, 
choose your mode of = 
play, then crush the 
competition...literally! 


ALL THE EXPLOSIVE ACTION OF 
REAL MONSTER JAM RACING 
STUFFED INTO ONE HIGH-FLYIN', 

METAL-CRUNCHIN’ GAME. 


SIT DOWN, 
STRAP IN, 
AND STEP ON IT. 


www.ushra.com 


GAMEPRO 





Developed by Raven Software 
Published by LucasArts 


$49.99 
Available now 


Action 





32 players 





FUN 
FACTOR 


GRAPHICS SOUND — CONTROL 





EERE К TAR Wars ЈЕРІ KNIGHT 11: Јер Outcast isa bal- 
ance of license and gameplay that brings honor to the Star Wars 


Windows 95/98/ME/ name and real Jedi action to your PC. 


MUP KNIGHTS OF THE NEW REPUBLIC 
Jedi Outcast has one of the tightest stories of 
any FPS today. You are Kyle Katarn, the hero 
(and villain) of the original Jedi Knight and a 
mercenary for the New Republic. The game 
takes place years after Return of the Jedi, so 
only remnants of the Empire remain. After 
checking out an Imperial Remnant base with your partner Jan, you 
get embroiled into a deep plot filled with intrigue, 
loss, and betrayal, and along the way, you regain 
your lost Jedi powers. 

Adding Jedi powers to an already-great FPS en- 
gine is a stroke of genius. Imagine if in Quake III (the 
game engine on which Jedi Outcast is based) you 
| could hit a button and yank your opponent's weapon 
4 out of their hands, or wave a hand and throw five enemies 
against the nearest wall. Then there's the lightsaber battles —oh, 
the lightsaber battles—which will have true Star Wars fans drool- 
ing on their keyboards and cackling with delight. Unbelievable. 
And... surprise! It all controls rather well with only the chaos of 
the lightsaber duels to detract from a feeling of total control. 


QURHE IN YOUR BOOTS 

Visually, Jedi Outcast looks amazing. Everything is as Star Wars as 
it should be; you'll recognize TIE fighters in their hangar and grin 
with satisfaction at a realistic-looking Lando Calrissian. Only little 
flaws hurt the graphics, like the fact that blaster bolts don’t light 
up dark areas. Other than such tiny nit-picks, though, the garrie 
is simply gorgeous. Outcast's sound is perfect, but with this being 
a Star Wars game, you knew that already. 

Playing Jedi Outcast is a pleasure in and of 
itself. Raven has displayed great creativity in this title, 
especially in level layout and puzzles. Jaded gamers 
will find exception, however, with many of the 
obstacles in the game. Jump puzzles, when they 
occur, are often frustrating in' execution, and 
clichés like running through the air ducts and the 
now-ubiquitous "stealth level" are disappointing. 


YOU TRULY BELONG 

AMONG THE CLOUDS 

Jedi Outcast looks and sounds great, and it 
makes you feel like a Star Wars hero. No matter 
what planet you're from, that's gotta rock. @ 


JEDI KNIGHT 
Pentium II 350 
128 МВ ВАМ 


665 МВ оп НО 








PROTIP: Use Force Push 
over enemies, and then just walk up 
and gank 'em. It doesn’t befit a Jedi, 
but hey, you're a Jedi Outcast. 





PROTIP: These guys sure look scary 
up close, but don't worry, you always 
have the power to beat them. Think 
giant cannons or Force Speed-or both. 


Passes on. 









PROTIP: If you сап get this cage 
open and get to it before it closes 
again, you can Force Pull your light- 
saber out while the cage is up. 





PROTIP: Once you get Lightsaber De- 
fense at level 2, you can deflect lasers 
with confidence. Often you can use ene- 
mies’ own attacks to defeat them. 





PROTIP: Tired of an enemy! Use 
Force Push to send him flying over 
a ledge. It saves ammo, kills with 
one hit, and just looks cool. 





PROTIP: Lightsaber battles are fast and furiou: 


STARWARS 


OUTCAST 





5. 
Gain the edge by using Force Speed; it will slow 
your enemy down so you can make attacks that are 
too fast for him to deflect. 





move while choking someone. Tie up one enemy 
with a Grip and evade the other while the first guy 





GRAPHICS 4.5 


Not as polished as Castle Wolfenstein's, 
Jédi Outcast's graphics get the job done 
by giving you the unmistakable feeling of 
being involved in Star Wars. 


If there's one constant among Lucas- 
Arts' games, it's that they all feature 
amazing sound. The music, dialogue, 
and sound effects all scream Star Wars 
from the beginning. 


CONTRO! 4.0 


As Jedi Outcast's weak point, the con- 
trols are still almost perfect. A little 
more precision for jumping puzzles and 
a little less chaotic lightsaber control 
would've helped. 


FUN FACTOR 4.5 


They almost had it, but the jumping 
puzzles and sheer difficulty of some 
parts of the game take away the gold. 
Good job, but just a smidge more cre- 
ativity in the gameplay would have 
worked wonders. 
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GREETINGS, FREEDOM FANATICS! Welcome to Patriot City, circa 
1962, where a sinister plot is unfolding. Lord Dominion has unleashed the 
Energy X on the populace, turning some citizens into superheroes...and 


others into supervillains. You must help Freedom Force stop 
evil and preserve justice...for Patriot City! 


Right 

Makes Might! 

Freedom Force is a high-concept 

tactical RPG that relies on its audience's sense of irony and 
nostalgia. The look, sound, and presentation of the game is 
completely old-school; you'd swear that Jack “Кіпр” Kirby 
returned from the grave to do the art.for Freedom Force. 
If you like superheroes (and who doesn't?), this is right up. 
your alley. 

Combat in Freedom Force happens in real time, but you can pause 
the action to give orders to your heroes. The coolest thing is that you 
get to control superheroes who can toss cars, uproot trees, leap tall 
buildings, and shoot lasers from their hands. For a comic-book fan, it 
doesn't get much cooler than that. 

Freedom Force suffers only from a handful of faults. For one, selecting 
characters to give them commands is difficult, as is targeting enemies. 
Also, if you don't appreciate the often-silly nature of Silver Age comics, 
you likely just won't get it. The characters are stiff and overwritten, just 
as they should be, but fans of modern comics might not think it's cool. 


mPublished by EA Games 
dj 2$49.99 
mAvailable now 


PROTIP: Toss cars to take out multi- 
ple enemies at once. Just be careful- 
cars can cause lots of property dam- 
age, costing you valuable Prestige. 


Marvelous 

Thankfully, the game stands as a great tactical RPG in its own right, and if 
you love Kirby and Lee, you'll love Freedom Force. Finally, you get to live 
a comic-book adventure without worrying about creasing the cover. @ 


PROTIP: Use Mentor's Instinct Domi- 
nance to “enrage” foes. They'll fight 
among themselves, taking each other 
out while you watch from safety. 


LOBAL OPERATIONS HAS successfully combined the frantic fire- 
fights of Counter-Strike with the strong team strategy of Return to Castle 
Wolfenstein—it's a multiplayer 


mPublished by EA Games 
$39.99 


m Available now 
utopia for first-person shooter 


fans. And the single-player mode 
ain't half bad, either. 





Today's army consists of small squads with a big punch. 
That's what Global Operations is all about: You team up = Р, 

with five other members to form a highly specialized -— be! 
modern-day commando unit. Each of the six elite soldiers 
has their own specialty, ranging from recon and demoli- 

tions to medic and sniper. Before you engage the enemy, 
you choose your specialty and buy weapons, then it's off 
to the field for a gun battle with an opposing force that 

consists of the same number of talent. 

Objectives are simple: If you're on the government-funded side, you'll 
need to overrun an encampment or escort a VIP to safety. If you're on 
the most wanted list, you'll have to defend the encampment or assassi- 
nate the VIP. Gameplay is fast, even when you're playing by yourself. 
The only gripe is that weapons still need to be better balanced for 
accuracy and power, but that can be easily fixed with a patch. 





ре т) 
И 
] 


Visually, levels like che cargo ship and a drug cartel's mansion are 
imaginatively designed, plus the skin models look great. Even better, 
the gunfire rings in your ears with blissful realism. 

Modern-warfare gaming has rarely been so enjoyable. Global Opera- 
tions is pure, unadulterated fun, especially when you're playing the 
game with other people. a 


m Developed by Irrational Games 


m Tactical 
RPG 


m4 players 


BY FOUR-EYED "COMMANDO" DRAGON 


m Developed by Crave/Barking Dog Studios 











^ BY “GOLDEN АСЕ" D-PAD DESTROYER 





FUN 
GRAPHICS — SOUND FACTOR 


ИРА 


CONTROL 


pel ped 





Recommended 
System Specs 


Windows 98/ME/ 
2000/ХР 


Pentium III 600 
128 MB RAM 
570 MB on HD 


PROTIP: Nuclear Winter's minions 
hate El Diablo for obvious reasons. 
Use his fire attacks from afar to melt 
the ice soldiers. 


PROTIP: To defeat Shadow, you must shine 
some light on her. Destroy the four huge 
columns and light will pour In from above, 
making her vulnerable. Hit her with every- 
thing you've got. 





FUN 
GRAPHICS SOUND CONTROL FACTOR 


MATURE 


mFirst-person 
shooter 


m24 players 





Recommended 

System Specs 
Windows 98/МЕ/ 
2000/ХР 





Pentium III 800 





128 MB RAM 


800 MB on HD 
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Developed by Legend Entertainment 





Published by Infogrames 


Winoows 95/98 


Target release date: 


Third Quarter 2002 LU eco gere Co Co K 








THE ORIGINAL UNREAL set the 
night on fire when it first came out, and Infogrames is betting 
that the sequel will do the same. Unlike Unreal Tournament's 
fully deathmatch-based gameplay, Unreal Episode II will feature 
10 unique worlds and a slew of story-based missions. Between 
the levels, you'll be able to return to an orbiting ship where you 
can talk to other crew members and restock on weapons and 
ammo. If Episode I! is nearly as groundbreaking as the original, 
the new Unreal should have id Software quaking in its boots. (2 













ip. 




















Warcraft Ш: Reign of Chaos Developed and published by Blizzard 


Warcrart lll: REIGN or CHAos takes place roughly 15 years after : Target release dote: June 
the epic war between the humans and the orcs has ended. Two new races, 
UE = Em the Night Elves and the Undead, are now entwined in the conflict. The pre- 
view version displayed many of the best gameplay advances from Blizzard's 
Starcraft series and featured new Hero characters who can gain new spells 
and level-up through experience points. The game's move to 3D looks great 
so far with well-animated battle units that can be viewed close up or at 
a distance. @ 





Winbows 95198. 


HANDS-ON 















































BY DAN ELEKTRO 


Soldier of Fortune Il; Double Helix рар шу ова 





Published by Activision 
THE ORIGINAL Soldier of For- 2 Target release date: May 


tune caused a ruckus with its gory 
graphics; the Quake Ill-powered sequel is toning it down a little in favor of gameplay and realism. Make no mistake — 

there will be plenty of realistically violent ways to dispatch the terrorists, drug lords, and biochemical madmen 

you face, and combat in the early version worked great. Per-pixel hit detection means that you'll be able to shoot 
strategically— head, knees, stomach—and have it matter. In addition to varied globetrotting missions—Soviet-era 
Prague, a prison in Hong Kong, terrorist camps in Colombia—the 
still-in-development random mission generator will set up excellent 
instant scenarios. @ 


Winbows 95/98 


HANDS-ON 
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= Developed by Pocket Studios 
= Published by Universal Interactive 
m Target release date: December 













Gandalf) This is the one ring that he 
| lost many ages азо. He greatly 
| desires it, but he must not Set it, | 











BY STAR DINGO 





= Developed by МТО 
п Published by THQ Game Boy Aovance | - 
m Target release date: Summer 2002 


"008-4602: "76/12. ovr 
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ч ; п Developed and published by Capcom 
JÎ "Target release date: May 
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“CUSTOM: 


QuickMan! You’ re not 
sending that 
detonation program! 
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BY PONG SIFU А BY STAR DINGO 


и Developed by Anci > 
eveloped by Ancient M абара and published by HaSume 


m Published by Natsume 2 
= Target release date: May h (ДЫ "Target release date: Summer 2002 


Welcome! 
This is а Weapons Shop. 
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BY DJ DINOBOT | BY STAR DINGO 


= Developed by RFX Interactive 
m Published by TDK 
m Target release date: May 








GAMEPRO JUNE 2002 WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 










FUN 
GRAPHICS — SOUND CONTROL FACTOR 











= Published by Infogrames 
= $39.99 m Strategy 


п Available June card game 
m2 players 


Dragon Ball Z: 
Collectible Card Game 


THE WIDELY POPULAR Dragon Ball Z card game has been 
faithfully translated onto the Game Boy Advance. Now, you can play the card game without spending 
countless bucks'on;booster packs. There are over 300 cards available for you to choose from, including 
cards from the Saiyan, Frieza, Trunks, and Androids sagas. Each digital card has been faithfully re-created 
to look exactly like its real-life counterpart with the same illustrations (accurately drawn with just the 
right colors and sharpness) and the same text. Oddly unlike the real cards, however, these virtual cutouts 
don’t have the cool character quotes (taken directly from the show 
scripts) printed on them. And while the game’s limited soundtrack 
quede = | can be eerily addicting with its drumming music, don’t expect any 
aaa | Dragon Ball Z voices to lend you a hand. < " в 
card user's | Rather than having to read the thick instructional booklet thats PROTIP: Gohan's deck is stacked to build his 
scis normally found in a starter deck, newbies can use the game's easy- Power level quickly, so customize your own deck 
to-follow tutorial to understand and use the cards right away. In to. коше зер; 
PROTIP: Pad your dau coc no time, you'll flip over cards with confidence. Indeed, you can have just as much fun with this electronic version of 
Side Kick in order to quickly raise up DBZCCG as you can with the real deal. But without the ability to play with more than two people, you'll eventually 





Боһап®'= Level 
Has Increased 


power ® \ 





your anger: have to resort back to playing the actual card game to get the full DBZCCG experience. 2 
BY TOKYO DRIFTER 
ر‎ FUN 
Baseball Advance p m Developed by Sega GRAPHICS SOUND CONTROL _ FACTOR 
í Ў = Published by THQ 


BASEBALL’S LAZY PACE, coupled with the“intense concentration re- | $29.99 m Sports 
quired to play, make this cart the perfect Way to.Kill time on bus or while. WAvallable noy =2 players 
waiting around for your friends. Baseball Advance tries to bethat buddy that lights up 
your Game Boy Advance like a nighttime game at Wrigley Field, and it certainly comes, close. A big, well-animated 
batter crowds most of the view, but doesn’t obscure any important screen real estate. The'fielders move fluidly 
and control with the type of zippy precision needed to 
turn tight double plays or run down a two-out bunt. The 
batting/pitching interface is challenging and requires prac- 
tice, but is ultimately a lot of fun. 

Unfortünately, the graphics eat up a lot of the space оп |... 
this cartridge, leaving little room for sounds effects, and E Bir i 
only four major league ball parks made the cut. The major PROTIP: Each batter has a slightly differ- 
drawback, though, is the lack of a mid-game save, which ®t Power meter, so memorize the unique 

E timing for their swings. 
means you must either finish or simply turn off the game. 
That's a big no-no for a handheld, but its a credit to how much fun the game is that you can manage 
to deal with it. Baseball Advance could use a bit more finesse, deeper features, and a mid-game save 
option, but it still certainly warrants a spot on your GBA roster. @ 


PROTIP: Ty. not to move the cursor too much after 
throwing or you'll risk a wild pitch, 







BY MAJOR MIKE 


ISSY] = Developed by Virgin Interactive олай зодно 
4 = Published by Capcom 

X 4 "$29.99 m Action/ *Y 

х ЁД = Available May adventure ря 


= | player 


Resident Evil Gaiden 


RESIDENT Eyit BRINGS its tried-and-true terror to the small screen 
with the suffix Gaiden: However, the series’ heritage of creepy effectiveness 
and jolting shocks doesn't hold up in handheld formas Gaiden quickly 
becomes a formulaic adventure, leaving you:bored, not scared. 

Not that Gaiden lacks innovation; Via an overhead view that changes 
to first person during combat, you guide three-characters through a 
cruise ship overrun by a trademark assortment of Umbrella-spawned 
bio-terrors. Sure, the familiar one-against-an-army-of-evil Resident theme 
has thrived before, but Gaiden's aesthetic presentation and redundant 
play objectives drain the suspense. It's nearly impossible to distinguish 
monsters from furniture, character movement is clumsy, and the monot- 
onous music quickly sets nerves to “grind,” Plus, the narrative dictates a 
repetitive chain of events—find the key (wow!), unlock the door (gasp!), 
destroy the monster (ah!), repeat (snore)—which will tire even the 
most dedicated Evil fans. The game's story line is consistent with that 
of eur gamesin the Evil series, and thë 2D first-person combat is s 2 : PROTIP: When you go into battle, center 
an interesting way to take down monsters, but those are the only pluses. Gaiden isn't a Resident Evil your target-that way, you can inflict more 
disaster of Survivor's proportions...it is, however, an episode that would have been better off dead. G damage on your enemy. 





PROTIP: You can find items scattered 
across the ship—in recesses, dark clos- 
ets, and other Innocuous places. 
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Knowledge is contagious. How you spread it is up to you. Infect 
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ШЕЕ онн 
Developed and published by Capcom @ 


Target release date: April GameCune 


HANDS-ON 











МО MERE REMAKE 


Nintendo scored one of the sweet- 
est exclusives ever when Capcom 
decided that the future of Resident 
Evil would be played out on the 
GameCube. As a primer, the first 
Resident Evil game for the Nintendo 
console will be completely rebuilt 
with new graphics, sounds, voice-casting, and play techniques (see sidebar, 
“No Ammo? No Problem!”). The premise, however, will remain unchanged: 
Playing as one of two characters—Jill Valentine or Chris Redfield —you'll test 
your wits and reflexes against zombies, mutated dogs, and other monsters 
that inhabit the infamous mansion from previous incarnations. Yet the mansion 
will undergo serious architectural changes—with rooms, traps, and puzzles you 
didn’t face in the PlayStation version—and include new and nasty surprises 
(running zombies, anyone?). The difficulty is also being upped a notch, so even 
seasoned Resident vets will find this fright night to be a steep challenge. 





It's time to get scared all over again! Resident Evil haunts the Game- 
Cube with a re-creation of the original PlayStation game. 


EVIL À LA CUBE 























CHARACTER SELECT 





Sure, you've heard about the GameCube's processing power, but 
Resident Evil will really show you what the system can do. Filled 
with awesome flashes of lightning, detailed shadows, and other 
fancy lighting effects, Evil on the "Cube will make you jump, shud- 
der, and perch on the edge of your seat—even if you've played 
the PlayStation version to death. In the preview build, even the 
characters looked sharp: Eyes moved, individual strands of hair 
flowed, and zombie body parts flew through the air after being 
hit by a round from a high-powered weapon. Plus, striking new 
cinemas have replaced the —unintentionally—humorous FMV 





“ЛИ. SANDWICH!” 


Playing Resident Evil with the Game- 

Cube controller will take practice, 

but once past the initial awkward 
А 7 Я sequences of yesteryear. 

learning stage, you'll be shooting, 

stabbing, running, and —sorry, Star 


Dingo— pushing crates with ease. NO AMMO? NG PROBLEM! 


This preview is based on the Japan- ya a In previous Resident Evil games, being grabbed by a monster 
ese version of the game called Bio- E " meant you were guaranteed to take damage. However, the 
hazard; the only thing that's slated to "b 3 GameCube version’s new “defense” system will give you one 
change for the U.S. release is the on- i ; last chance to escape. Here's how it works: 

screen text. Capcom plans to release : x 


the prequel to this game, Resident 
Evil Zero, before the end of 2002. 





[3 à 
In the item menu, place a wea- — ...to free yourself from its 
pon (here, a tazer gun) in the clutches and inflict some damage 
Defense Items box. When a on the attacker. Unfortunately, 
monster grabs you, repeatedly you'll lose the defense item in 


tap the action button... the process. 








——— 
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previews 


Onimusha 2: 
Samurai’s Destiny 


“it Is Your Destiny...” 


! Developed and published by Capcom 
Target release date: Now (in Japan); 
August (in U.S.) 









PuavSrarion 2 


OVERSEAS PROFILE 

















The sequel to last year’s hack-n-slash 
action/adventure hit for the Play- 
Station 2, Onimusha 2: Samurai’s 
Destiny, has hit shelves in Japan. And 
if a play through the import version is 
any indication, fans of the first Oni- 
musha will be more than satisfied 
with Destiny's epic quest and cool 
new tweaks to the gameplay engine. 












The Onimusha saga continues: Meet Samanosuke's successor, Jubei Yagyu— 





A New Hero 


Onimusha 2 takes place 10 


years after the events of 
the first game with a new 
lone samurai warrior, Jubei 
Yagyu (see sidebar, “Ітіса- 
tion of Life”). Jubei vows 
revenge on Nobunaga fol- 
lowing the evil warlord’s 
attack on a peaceful village. 
As Jubei, you'll collect 
weapons, acquire magic 
abilities, and team up with 
other characters, including 
a marksman and a ninja, 
during your quest. If you 
trade “favorable” items 
with these colleagues dur- 
ing an encounter, they'll 
help you out during a 
tough fight or provide 
useful information. This 
interaction will also carry 








another samurai warrior with a cause. 


Hammer Time 


Onimusha 2 keeps the core elements 
from the first game and throws in a 
host of new features. While the control 
scheme remains relatively unchanged 
from that of the original, new weapons, 
techniques, and magic are introduced. 
Among the new armaments is a staff 
that can freeze enemies (so you can 
then shatter opponents into pieces 
with a single blow) and a giant hammer. 
Another key element is the improved 
visual scheme. The prerendered envi- 
ronments are packed with more activ- 
ity and finer detail than before, such 
as running water, burning candles, and 
knockout pouring water and rain ef- 
fects. There's also scrolling within some 
hi-res backgrounds, which lessens the 


over to several towns and dX ev jarring transition as you travel between 
villages, where you can > " > screens. And if you thought the cine- 


purchase valuable items 
from various peddlers. 
















...and as he appears as Jubei in 
Onimusha 2. 






Just as Onimusha: Warlords fea- 
tured a digitized famous Japanese 
actor for the main character, so 
does the sequel, Samurai’s Des- 
tiny. The main character, Jubei, 
features the likeness of the late 

Yusaku Matsuda, who American 
audiences will most likely recog- 
nize from Ridley Scott's 1989 

film Black Rain. 













mas in the first game were fantastic, wait until you see what Destiny has to 
offer... Onimusha 2 should hit U.S. shores in late August. 











GAMEPRO JUNE 2002 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 





Target release date: April (in Japan); Pusramon 2 
September (in U. 


р f е ү L e W 5 б A BY TOKYO DRIFTER G 


Developed and published by Namco 


A Tare оғ Fists ETERNALLY RETOLO 


The Tekken story line boils down to the struggle between a power-hungry 
father, Heihachi, and his wronged-but-not-entirely-innocent son, Kazuya. 
Family matters went from bad to worse when Kazuya was thrown into a 
volcano after being defeated by his dad. In Tekken 4, 20 years have passed 
and Heihachi is trying to harness the Devil Gene in order to increase his 
power. The only person he can steal it from, however, is Kazuya, who has 
miraculously survived his lava bath. To lure out his son from hiding, Heihachi 
announces the fourth Iron Fist tournament. Kazuya gladly enters for a chance 
to defeat his evil daddy, and thus the saga continues. 


UPDATE 








Tekken 4 offers one prediction for players everywhere-pain! Sharp graphics 
and fast fighting action will also make cameos. 





























IRONCLAD FIGHTER 


Tekken 4 will continue the patented formula of dy- 
namic gameplay and impressive visuals, which is a 
perennial crowd pleaser. The characters are being 
totally revamped with all-new animations and fresh 
outfits. The preview version featured the first 20 
characters from the arcade with brief glimpses of 
hidden fighters and alternate outfits. 

There will be no shortage of slick gameplay, either. 
The cool Force mode, where you battle waves of 
thugs through side-scrolling levels, was still very 
rough in the early build, 
but even at this stage, it 
showed huge promise 
and should add many 
hours of play time. The 
controls felt solid and 
should only get better 
as the game undergoes 
the necessary tweaks. 


Номе CouRT AOVANTAGE 





Tekken's symbiotic relationship with 
the PlayStation has been extremely 
beneficial. The original installment 
debuted in arcades on what was es- 
sentially a PlayStation with more RAM, 
which resulted in a quick and flawless 
conversion to the home. Tekken 4 
will be the first game to exploit the 
higher specs of Namco's new Play- 
Station 2-based arcade hardware, 
which the company is betting will 
give it an edge against the latest en- 
croachers on its console turf. 
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S pre эт mie. STAR DIDDY 


= Developed by Visual Concepts 
п Published by Sega 
= Target release date: October 








A'ight, so some bunk mm. contingency done r ^ P 
up and stole the Grand Funkopotamuss 12 Sacred — /@ 
Albums of Funk, scattering them all across that 
terminally un-chill so-called planetoid, 
Earth. Ce n’est pas funky. Sho’ nuff, 
Big Earl and Тоејат (Remember 
them? ‘Course you do, foo.) are 
comin’ out of the retirement shiz- | 
ack to retrieve them. A new alien | 
| 
I 
| 












girl named Latisha will be in the 
hudak, too—and things, well, 
they about to get all funked up. 














Truly, the name of the new game is just ToeJam & Earl Ill, but it might as well be called “Toejam & Earl & 
Latisha: Doin’ So Much Crazy Crap Yo' Head Finna Explode in a Big Mess" on account of all the variety. 
Visual CREE is reconstitutinatin' and then super-multiplyin’ the original TJ&E flava with randomly 
generated levels that will threaten to squash your 
| silly jerk face, over 60 power-up presents from 

| Santa Funk (some dope, some bunk), 

and mini-games that will have you 
| doin’ crazy-fool things like 
| racing on Rocket E 

| Skates or using £ @ 

| alien rhythm to 

turn ordinary | 


| 
| 
| 
| 
| 
| 





| poultry into 
funky, Afro- 
havin’ Foster b oS 
Farms chickens. b. { 


There will even be a 
cooperative two-player 

| spliz-it scriz-een mode so 

you and your homeboy/ 

girl/thing can kick 

{ it together. | 











| "Course, in addition to the mission of fishin’ out the vinyl, TJ, E, and L will make it their own personal 
funkupation to convert any ridiculous earthlings they see (like the Yeti who fronts as a human but then 

| ganks you with a pencil) to the ways of the Funk, filling their hearts with soul using powers such as 
Funk-Fu and a rhythm-matching weapon that has you tapping buttons in time with music. So funky-fresh 
is this weapon, it could 
make even PaRappa and 
Ulala fall into 2 million 
tiny pieces each—4 
million total—from the 
shock of being so stupe- 
fyingly outfunked. Yo, 
that is punch-you-in- 
tha-mouf insaaaane. 
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The Angel of Darkness 










onum 
Plevieus 


Lara Croft Tomb Raider: 





BY D-PAD DESTROYER 
Developed by Core Design 
Published by Eidos 


Target release date: Puarsranon 2 
Fourth Quarter 2002 FIRST LOOK 


























Darkened Tomb 


What's worse than being dead? Lara Croft is about 
to find out in the latest Tomb Raider game, The Angel 
of Darkness. If you’re used to watching Lara run 
around in short-shorts and a tight, turquoise T-shirt, 
you're in for a surprise. Her former mentor has 
been framed for murder, sending Lara into hiding 
and forcing her to resort to extreme measures to 
find out what really happened. Along the way, she'll 
get involved in underworld deals, gruesome mur- 
ders, alchemy, and a centuries-long conspiracy of 
blood, betrayal, and intrigue. This is definitely not 
your father's Tomb Raider. 








Lara is back and looks better than ever in The Angel of Darkness! 












Lara Croft Solid 


Judging from these early screenshots, 
Lara Croft won't be the only thing 
different with this title. The Angel of 
Darkness will feature new situations 
and characters that require a brand- 
new—and not always morally kosher— 
kind of problem-solving. According to 
Adrian Smith, Core Design's opera- 
tions director, “It’s no longer a clear- 
cut case of good and evil—this is a 
more complex tale that will ask more 
complex questions of the player.” The 
early screens show a bit more of a 
stealth-based emphasis, at least in 
part. It seems like there's more that's 
different here than just Lara’s darker 
eye shadow—the gameplay itself 
seems darker, as well. 











Technology of Darkness 


Core Design has created a new graph- 
ics engine from the ground up for the 
newest Tomb Raider adventure, one 
that should tax the PlayStation 2 and 
produce a much 
icher world than 
that of previous 
Tomb Raider 
games. Graphi- 
cally, Lara will be composed of 10 times as many poly- 
gons as before (over 5000 polys, versus the previous 
500). In addition, you'll be able to interact with other 
characters and choose which direction the story's plot 
will take. Eidos hopes that these changes will make 
Lara Croft a more complex, and therefore more com- 
pelling, heroine. 








ri 
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LAUNCH YOUR WORM MARINE INTO 
HOSTILE WATERS AND BLAST YOUR WAY TO 
SURVIVAL, GO HEAD-TO-HEAD WITH A FRIEND IN A 
BARRAGE OF GAMEPLAY MODES АМ? MINI-GAMES, 
PUT YOUR METTLE, REFLEXES, AND BLASTING 
_ SKILLS TO THE ULTIMATE TEST! ; 


EVERYONE AN] ETE Е 
Ф ГАТТ " 
Mild Violence E lle ej жулулөзтлт; сот E zx sl 
ЛЕТЕ i Ubi Soft 
TUE ROM GAM - ` GAMEBOY ADVANCE 


[o] 








©2002 Ubi Soft, Ix Ubi Soft ond he Ub So 
nd Worms ore registered nademo 


www.ubisoft.com 





Previews = Emm 


Developed and published by 
Midway 


Mortal Kombat: Deadly Alliance - 7" MTE release date: October 


It HAS BEEN almost four years since the last Mortal Kombat game, MK4, 
and since then fighting fans have been left to ponder the fates of Scorpion, [cd Numer 
Sub-Zero, and the series’ other well-known kombatants. The wait, however, Ñ : { ' 

is nearing an end as the latest Kombat, Deadly Alliance, will hit the major 
consoles this fall. Alliance will feature a brand-new fighting engine and a host 
of new features and fighters. Ten "classic" characters —Rayden, Scorpion, 
Sub-Zero, Quan Chi, Cyrax, Kitana, Sonya, Jax, Reptile, and Shang Tsung— 
will reappear, and several newbies will debut, including Blind Kenshi, a warrior 
without sight, and Drahmin, a sadist who excels in brutally torturing oppo- 
nents. Characters will bruise and bleed, and their clothing will become ripped 
as blows are exchanged. Play-wise, the fighting system will enable full 3D move- 
ment, and characters will be able to switch between several distinctive fight- 
ing styles during a match. We'll have more on Mortal Kombat: Deadly Alliance 
in future issues of GamePro. G 


Рідбтатон 2 GaneCuae 


























Note: All screens shown here are from the PlayStation 2 version. 





HAPKIDO 2, 


HAPKIDO, 














BY STAR DINGO 


Way of the Samurai . Nm 


Published by BAM! Entertainment 
Target release date: June 









Wav or THE SAMURAI! wants to be the definitive video game version 
of Akira Kurosawa's Yojimbo with you in the Toshiro Mifune role of the 
central-wandering ronin. If “Yojimbhuh? Toshirwho Mifuwhat?” is what's running through —— 
your head right now, just think “Clint Eastwood Western” with a Wild Eastern slant. ме eee à j ¢ 
The story: While drifting through 
the countryside, you come upon a 
à beautiful girl being accosted by a 
dH ee pum wrapped gang of thugs. Her fate—and the 
im a straw sheet rest of the plot—is completely up 
to you as your actions (and inactions), victories (and defeats), and 
choice of words (and moments of stoic silence) will determine 
where the story goes and which people in this troubled li'l country 
town become your friends or foes. In fact, every play through the 
preview build made for a totally different game; it was about as 
close to an "interactive movie" as you could hope to get. And, in 
case you're worried that it's all about “story,” rest assured that the 
battles were furious and fun with dozens of different swords with 
their own vast set of unique moves and combos. Post-battle victory Kr RR 
sake not included. @ 





HANDS-ON 
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SNEAK 
Plevieus 


Developed by High Voltage Software 
Published by Interplay 
Target release date: June 










HANDS-ON 


Hunter: The Reckoning 


YESTERDAY, THE WORLD was normal, but now you're seeing zombies 
and vampires everywhere. Are you insane? No, you're just imbued. 

A mysterious force has given normal humans the power and drive they 
need to fight back against the forces of darkness. Like the tabletop RPG by 
White Wolf on which this Xbox game is based, Hunter will feature dark, 
gritty visuals to match the apocalyptic horror of the setting. 

Think Gauntlet with guns, and you'll know what Hunter is all about. 
The left analog stick will control your movement, while the right analog 
stick will control your aim. The controls in the preview 
version were efficient and simple to grasp, making fighting 
evil that much more fun. Each of the four characters 
(Avenger, Defender, Judge, and Martyr) had unique spells, 
or “Edges,” and every character was better at a certain 
method of kicking ass. 

Hunter: The Reckoning will enable you to wield swords, 
shotguns, machine guns, and more against churning hordes D o» f» и 
of the undead through 25 levels. Four-player simultaneous 3 LIVES REMAIN 
action will keep you and your friends busy making the à 
world safe for humanity. O 


(> و‎ Em 






















P M 
Defender has picedup a machin 





























Kaylie? KAYLIE! 








Bruce Lee: Quest of the Dragon B] = Developed by Ronin Entertainment 


Published by Universal Interactive 
THEY CALLED HIM Bruce, and Ae Í = Target release date: July 


this summer, they'll call you Bruce, 
too, when Ronin Entertainment's 
Bruce Lee: Quest of the Dragon is 
released on the Xbox. As the leg- 
endary actor/martial artist, you'll un- 
leash your fists of fury on over 30 
types of enemies, each with his own 
intricate A.l. routine, using the master's inimitable fighting style. 
You'll also be able to upgrade your repertoire of attacks by pur- 
chasing moves with tokens you earn from defeating opponents. 
The game's fantasy-based story line will not follow any of the 
Little Dragon's films—instead, you'll travel through more than 30 
levels set in various cities, such as Hong Kong and San Francisco, 
while trying to rescue Bruce's father and retrieve the mystical Golden Relic. No, 
you won't go up against Chuck Norris or Kareem Abdul-Jabbar— hell, not even 
"m ; Bob Wall, for that matter— but you will get to sport Bruce's bad- 
п | ass yellow tracksuit from Game of Death, which alone should 
justify the $50 price tag for legions of die-hard Lee fans. С 
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BY STAR DINGO 


Previeus 
WWF WrestleMania X8 


JABRONI! 3:16! SMELL Rock COOKIN’! Now that that's out of the 
way, let it be known that WrestleMania X8 could very well herald the return 
of the "wrestling game glory days" associated with N64 grapplers like WWF 
No Mercy. While the first GameCube wrestling game also happens to be the 
- first to "unite" members of 
the WWE WCW, and NWO, 
the potential goodness gets 
even, um, "gooder" than that. 

The unfinished build of 
WrestleMania X8 showed off 
great-looking wrestler models, 
detailed animation, and full- 
on, theatrical, TitanTron-tastic 
signature entrances. More im- 
portantly, the nearly lost art 
of grappling, counters, and re- 
versals is ready to make a tri- JUR 1 
umphant comeback іп Үшке" 
brand-new game engine — which is good news for wrasslin’ fans who 
found WWF Raw way too skewed toward button-mashing. 

Two sticky points: The crowd (a sea of pixelrific 2D people) proved 
to be a bit of a distraction from the good stuff, and since Yuke's is busy 
concentrating on good gameplay (shame on you), don't expect Х8% 
"Champion Road" to delve as deeply as some of the more meaty 
Season modes out there. Still, unfinished games are called unfinished 
games for a reason...and there's plenty more ground to cover on the 
road to WrestleMania. @ 





Developed by Yuke's 
m Published by THQ 
Target release date: Summer 2002 





GaneCuae 


HANDS-ON 





































































Mission: Impossible— са эзы res 


Published by Infogrames 


Operation Surma фер чагы acusa 


INFOGRAMES' FIRST TWO Stabs at the Mission: Impossible 
franchise weren't exactly a success, but based on a promising early 
demo, the third time might just be the charm for Ethan Hunt and 
the IMF. This latest adventure, which follows an original plot that's 
not based on a movie, will put Hunt and other IMF team members 
on the trail of a computer worm that's disabling key security sys- 
tems around the world...and the Surma Corporations seems to 
be the puppetmaster behind 
the curtain. 

The third-person-perspective 
gameplay will focus heavily on 
stealth as you tackle seven large 
levels (with 10 or so regions each) set in 
locales ranging from Rome to the Middle 
East to Eastern Europe. As you handle 




























objectives like infiltrating a 

prison, you'll disable hidden 
security devices, sneak up on 
guards, conceal their bodies 
after taking them out, and 

the like. Rather than finding keys, you'll have to impersonate or 
con guards, and that famous IMF stable of gadgets, such as the face 
mask, will lend a helping hand. The game already sports fantastic 

Г, lighting, and sticking to the shadows will be a vital part of the 

К " j gameplay. If development stays on track, you can expect Mission: 

a Impossible to be one of this holiday's leading titles. Ээ 
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if — wrote е book 
Jt weer اا‎ life, ‚ wauki 


< anyone want 
aa к we 












You've got one life. Make it count. Check out th 
Life Accelerator’ at ríavu.cam or call 1-800-USA NAVY. 


© 2001. Paid for by the U.S. Navy. All rights reserved. E 
2 








[e] Г e V L е Ш S PJ tv roun-tvto DRAGON 


Developed and published by Sega 


H H Target release date: Fall 2002 PuayStaTion 2 
Shinobi FIRST LOOK 





THE LONE NINJA who turned into a legendary success is sharpening his sword for the next generation. Sega is 
revitalizing Shinobi, an action/adventure starring Hotsuma, a ninja who must destroy a mysterious evil force that’s 
haunting the streets of a post-apocalyptic Tokyo. As Hotsuma, you'll 
be armed with a sword and shuriken and be able to run along walls, 
scale buildings, and chain together attacks by using a stealth-dash 
technique. Using magic will also be a key component to defeating 
foes. The deadly arts of the ninja will begin this fall. @ 














BY FOUR-EYED DRAGON 


Cri Skies: 
rimson Jes: п Developed and published by Microsoft 
High Road to Revenge Target release date: Fall 2002 


ONE OF THE most addicting flight games for the PC has put its sights on the Xbox. Crimson Skies: High Road to 
Revenge will enable you to fly 10 fantasy 1930s-style warplanes equipped to the teeth with guns, missiles, and a lot 
of turbo boost. You'll soar high into the clouds for serious dogfighting and swoop down to just a few feet above 
ground to trigger landslides or collapse bridges. Crimson Skies will also enable up to four aces to fly at once in split- 
screen multiplayer mode. @ 

































Super Monkey Ball 2 


It's TIME TO go ape again as the 
crazy antics of the spherically en- 
cased monkeys are about to roll to a GameCube near you. Super Monkey Ball 2 will feature more than 150 new 
stages, a unique Si mode filled with crazy challenges, and— of course — plenty of multiplayer havoc with en- 
hanced mini-games of billiards, bowling, and golf. The game will 
also include six brand-new party games that up to four fun- 
loving primates can play at once. It will be monkey business all 
over again this fall. 1G] 


Developed and published by Sega 
Target release date: Fall 2002 бутсун 


FIRST LOOK 


4 BANANA 
600/100 
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"Buy this one now." | 
lonthly 


-Electronic Gaming 











Nintendo GameCube™ | Xbox™ video game КИЛТ | PlayStation"2 computer entertainment system 


The most powerful driving experience ever is blasting Ш LIIN I4 
its way onto the Nintendo GameCube and Xbox. 4 Г elf " 


Top secret info at spyhunter.midway.com 


PREPARE TO BE HUNTED MARCH 2002 TEEN 

4 AVAILABLE NOW AVAILABLE SUMMER 2002 Жеген 
> NINTENDO = J А 

СИЕ D xeOx PlayStation.P GAMEBOY ADVANCE 


CONTENT RATED BY 
ESRB 








Spy Hunter © 1984, 2002 Midway Amusement Games, LLC. All rights reserved. SPY HUNTER, MIDWAY and the Midway logos are trademarks of Midway Amusement Games, LLC, Used by permission. “Theme From Peter Gunn 
Conducted by Henry Mancini, Published by Northridge Music Company (ASCAP)/ Universal MCA Music Publishing, a Di 
logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, 
Microsoft. TI 





'omposed and 
ion of Universal Studios, Inc. Distributed under license by Midway Home Entertainment Inc. "PlayStation" and the "PS" Family 
ıd the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from 

», Game Boy Advance and the Nintendo GameCube logo are trademarks of Nintendo. 

















IN E AN 
Gas жең сс 


в Developed by Hitmaker 


а Published by Sega 


Crazy Taxi 3: High Roller MA conoce" AXE: 


УЗ] AFTER BURNING RUBBER across the East and West Coasts, Crazy Taxi is bringing its renowned brand of racing 
is 


26 








à action to Sin City in this Xbox-exclusive title. The objective will remain the same: collect as many fares as possible 





before time expires. Rules of the road? Forget 'em—they still 
don't exist. In addition to the Las Vegas course, Crazy Taxi 3% 
other new features will include four original drivers, revised Little 











Apple and West Coast areas from previous Taxi games, several 
mini-contests to torture...er, test your skills, and a cast of color- 
ful passengers who dish out abuse...or big money. @ 














Developed by Curly Monsters 
Published by Microsoft 


















А 
Quantum Redshift 
Target release date: 


WiPEOUT TOOK THE PlayStation by 9 Fourth Quarter 2002 FIRST LOOK 
storm with its unique blend of futuristic = 
racing and combat, and Quantum Redshift is hoping to do the same for the Xbox. In this game, you'll race on 16 tracks 
in as many vehicles at speeds that exceed 900 mph while using weapons like simple plasma bolts and extreme nuclear 
blasts. Redshift hopes to add spice to its racing engine with detailed narratives and events that unfold via cut-scenes for 
various drivers. Additional features will include a split-screen multiplayer mode where up to four racers can battle it out. a 















BY BROTHER BUZZ 


à FF 
| Kung Fu Chaos а! БЕКА ыч Na мон 


A Published by Microsoft 
K il S a 
оме Fu CHAOs will be a goofy, га B] = Target release date: Fall 2002 FIRST LOOK 


chop-socky, schlocky brawler. You'll 
vie to become the lead actor in an incredibly low-budget, 1970s-style martial arts action flick. To reach your goal, 
you'll have to battle four other would-be stars (using third-person perspective) across six movie sets to literally 
knock them off the screen. The eight selectable fighters will sport cartoony looks, and the sets will rip-off block- 
busters like Titanic, Gladiator, and Jurassic Park. With characters like Chop and Stix, intentionally gawdawful dubbing, 
and even the theme music from Enter the Dragon, 
Chaos promises kung fool fighting supreme. [7] 
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—(&) P Г е \ ] A c : BY MAJOR MIKE 


= Developed by Digital Anvil 


m Published by Microsoft 
m Target release date: May 








HE XBOX MADE a huge splash thanks in no small part to the shooter Halo. Brute Force is hoping to duplicate 
that success with squad-based gameplay and— based on these screens— stunning visuals. You'll take command 
of a team of four mercenaries and guide them through four 
diverse worlds, including deserts, swamps, and volcanoes. 
Of course, there will be several weapons to collect and 
enemies to blast, but Brute will also feature a unique play 
system where characters develop specialized abilities de- 
pending on the battle tactics that you employ. @ 



















BY MAJOR MIKE 
Б | = Developed and published by 
| | Ubi Soft 
[ er т Target release date: PusSrmonl GaneCuse 
| XII (ine, 7137) I8 First Quarter 2003 





will be a first-person 
" 5 | shooter based on the popular comic-book license | 
from Belgium author Jean Van Hamme. Powered 
| by the Unreal ЇЇ game engine, XIII will add a cool 
visual twist to the tried-and-true first-person 
shooter genre with cel-shaded graphics (a la 
b» 161959 Jet Set Radio Future) and striking flashback se- 
quences that should 
help fuel the narrative. 
In addition to a one- | 
player story mode, XIII | 
will provide several di- | 
verse multiplayer games, я J 
including four-player split-screen deathmatches on the PlayStation 2 and 
GameCube, and multiplayer online play for the Xbox and PC versions. 











Note: All screens shown here are from the PlayStation 2 version. 





BY MAJOR MIKE 


m Developed by Sony 
m Published by Atlus 
ITH ITS CUTESY anime characters, colorful visuals, and user-friendly m Target release date: Summer 2002 








controls, SkyGunner is obviously geared toward younger gamers. Flying as 
one of three pilots, you'll take on several challenging missions—from protecting precious cargo to dog- 
fighting skilled enemies with pumpkin bombs and other creative weaponry. You'll also unlock hidden play 
modes and other secrets, depending on your score. In the early build, controlling the various aircraft 

was simple and intuitive, and the graphics were clean and featured a consistent frame rate — qualities 

that will hopefully be present in the final version of the game. ga 
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The ESRB Ratings Guide 


The interactive electronic enter- 
tainment industry utilizes a volun- 
tary rating system developed by 
an independent organization— 
the Entertainment Software Rating 
Board (ESRB)—so consumers 
know what to expect before buy: 
ing a video or PC game. The fol- 
lowing is a quick key to the most 
common ratings; for a complete 
description, check out the ESRB’s 
Web site at www.esrb.org or call 
800/771-3772 for more information. 


Blood Omen 2 


By Eidos 


As the title implies, Blood 
Omen 2 has three main in- 
gredients: blood, blood, and blood. 
You're rewarded for killing innocent 
civilians for their blood: Human be- 
ings are health power-ups and tools 
in this game, which will no doubt 
turn off less bloodthirsty gamers. 


EVERYONE Titles rated Everyone (E) 
have content suitable for 
persons ages six and 

EET T older. These titles will 

appeal to people of many ages 

and tastes. They 


MATURE 


Global Operations 
By EA Games 


Global Operations mirrors what our 
Special Forces are doing in today’s 
violent world: taking out bad guys 
with the latest weaponry. In the 
game, it's up-close and personal 
with fanatical extremists, complete 
with lifelike death animations. This 
shooter certainly earns a Mature 
rating for its violent content and 
gameplay objectives. 


y contain 
minimal violence, comic mischief, 
or crude language. 


teen Games rated Teen (T) 
are suitable for ages 13 
and up. These games 

Z4 ê could have violent con- 

tent, strong language, and/or 

suggestive themes. 


Resident Evil 
By Capcom 


mature Games rated Mature (M) MATURE 


are appropriate for older 

gamers, generally 17 and 
ата up. Mature-rated games 
may contain more intense depic- 
tions of violence, stronger lan- 
guage, and, on rare occasions, 
sexual themes. 


Just because it's on the system that's 
best known for Mario and other cute 
family characters, Resident Evil isn’t 
for younger players. This game has 
a substantial quantity of blood and 
gore. Most of the plasma that's spilled, 
though, is that of your adversaries, 
who consist of monsters and other 
unreal creatures. Nevertheless, this 
game— similar to others in the 
series— would be very scary for the 
younger or more impressionable gamers. 


RATING PENDING 


The Rating Pending (RP) 
icon may appear in early 
= reviews of soon-to-be- 
esre released products. Look 
for the actual ESRB rating icon on 
the game's package, check the 
ESRB's Web site, or call its toll-free 
phone number for updated rating 
information. 


Note: Some box art may not display final ESRB ratings. 





WHERE TO FIND 
THE ESRB RATING 


GamePro understands that par- 
ents care about the content of 
the video games their children 
play. That's why every review 
printed in our magazine and 
posted on our Web site lists 
the ESRB rating. Below, we've 
circled this rating in a sample 
review box to help readers lo- 
cate it throughout GamePro. 


Blood Omen 2..... 





Deus Ex: The Conspiracy 





Global Operations 





Headhunter .... 





State of Emergency. 


Agent Under Fire 








Freedom Force 
Mister Mosquito. 
Spy Hunter... 


Star Wars Jedi Knight Il: Jedi Outcast 
Star Wars Jedi Starfighter 





TransWorld Surf 
All-Star Baseball 2003... 


Note: Previews do not carry an ESRB 
rating as games are often not rated until 
they're ready for review and purchase. 
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Maximize your video gaming fun! Make the right 
purchasing choices by knowing exactly what 
kind of content is inside each game. 






MATURE 






Deus Ex: The Conspiracy 
By Eidos 















Deus Ex is a futuristic adventure 
revolving around an antiterrorism cop 
who uncovers a vast, disturbing con- 
spiracy that stretches deep into hal- 
lowed institutions like the UN. This 
gritty, edgy game is aimed squarely at 
adults. The frequent combat involves 
plenty of spilt blood, and the mature 
language and story lines definitely 
aren't suited for youngsters. 


Headhunter 
By Acclaim 











In a future where law enforcement 
has been privatized, Headhunter puts 
you in the role of a bounty hunter for 
hire. You earn your keep by tracking 
and killing criminals in a grimy urban 
landscape, so there's plenty of combat, 
but no blood. Factor in the occasional 
sexual innuendo, and Headhunter bags 
a Mature rating. 


State of Emergency 
By Rockstar Games 








State of Emergency earns a solid 
Mature rating with its offbeat theme 
and vivid depiction of inner-city riots. 
The game features a hefty share of 
onscreen blood and violence as you 
must utilize a variety of exotic wea- 
pons in order to achieve various goals 
and objectives. Various mission ob- 
jectives and dialogue also feature 
occasional profanity. 


ESRB RATINGS FOR ALL GAMES REVIEWED IN THIS ISSUE 


Baseball Advance... 











Dragon Ball Z: Collectible Card Game. 
Ecco the Dolphin: Defender of the Future 
Herdy Gerdy ... 


Home Run King 





Mad Maestro! ......... 









Smash Court Tennis Pro Tournament... 






Spider-Man 





World Rally Championship ..... 















HISTORY IS IN YOUR HANDS. 
DON'T SCREW IT UP. 







MEN OF COURS 


IT'S WWII ALL OVER AGAIN. 


Blood 
Violence PlayStation.e 





©2002 Pyro Studios. Published by Eidos Interactive. Developed by Pyro Studios. Commandos 2: Men of Courage is a trademark of Pyro Studios. The Pyro logo is a trademark of Pyro Studios, Eidos. Eidos Interactive and the Eidos Interactive logo are registered trademarks of Eidos Interactive, Inc.All rights reserved. PlayStation and the "PS" Family logo 


are registered trademarks of Sony Computer Entertainment Inc. Microsoft. Xbox, and the Xbox Logo are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries and are used under license from Microsoft. The ratings icon is a registered trademark of the Interactive Digital Software Association. 





PLAYSTATION 2 PREE ices soe mna dii 





Ре А Published by Eidos 
PROR-e-V-Ceu-S MT 
Available now adventure 
1 player 








Sm e 


SI dM os NX 





F YOU MISSED this fasci- — 
I nating game when it first 

came out on the PC, don't 

make the same mistake twice. TEE CONSPIRE ACE 
Deus Ex masterfully weaves a gripping story with excellent first-person-shooter, adventure, and S 


RPG gameplay. The captivating result guarantees weeks of sleepless nights glued to the controller. 5 
х 





A Vast Conspiracy 
In a troubled future on the verge of collapse, you play as JC Denton, a cyborg rookie in the { 








© | 


UNS anti-terrorism unit. A lethal virus is sweeping the globe, and as you hunt the terrorist | 
E. JC Denton: The supply is limited, That doesn't mean 


group that stole a shipment of the cure, a shadowy 


conspiracy involving the UN, secret societies, and 
Ge brother era all Ў PROTIP: Cheap trick of the day: Save before key 
even JC's brother gradually emerges. moments with branching paths, re-load the game to 
The involving gameplay mixes first-person combat check them all out, and pick your favorite. 


with quest-style adventuring. A strong RPG component 

adds another layer as you build up JC's skills (hacking, 
lockpicking, weaponry, and so on) and nanotech augmen- 
tations (muscular strength, lung capacity for swimming, 
radiation resistance, and more). You also manage a siz- С 
PROTIP: To shoot without being seen, able inventory of weapons and gadgets. 


hold L2 to plant your feet, then use the i 
right analog stick to lean out and line Reaches the Highest Levels 


up quare Deus Ex startling depth is a huge part of what makes it so com- 
pelling. There are tons of different paths through this game, and 
depending on which skills you develop and how you approach 
each mission, you can wade through with guns blazing, slip 





| there's a conspiracy. 


и. 








quietly through the shadows, or even become that rarest of PROTIP: To survive this gauntlet in NYC Airfield 
creatures, the master hacker/swimmer. Tunnels, first relocate the TNT crate, then equip therm- 
optic camo апа race across. 


The world you interact with is also dazzlingly deep. The 
briefest conversation or interaction can have implications that 
affect you later, you're rewarded for exploring every nook 
and cranny, and the characters aren’t just cardboard 


PROTIP: The sunken boat underneath dummies with one or two lines of speech. Truly, it's 
the docks where you meet Harvey Filben 4 big, long game. 
is worth spending two lockpicks on-it 


contains a shotgun and two weapon mods. Sunglasses at Night 
While Deus Ex certainly isn’t without its 
flaws, none are even remotely crippling. 
As in Red Faction, the tedious load times 
as you move between areas are a mild 
annoyance, and lame А.І. sometimes makes 
combat ring false. The serviceable graphics 
miss a golden opportunity to make this 
game unstoppable, but the audio scores „ 
big with a massive amount of well-acted 4 j 


PROTIP: When rescuing dialogue. Condensing a keyboard into a 
Ford к trom MeL controller is never an easy task, but Deus Ex 
sewers underneath 






















PROTIP: A scrambler grenade is a great 
way to take out a pair of security robots. 








Hell's Kitchen, use the š slickly pulls off everything from inventory man- 
grate in the alley across agement to strafing. 4 ? 
from the: backdoor A М The original PC version of Deus Ex was а \ 


of the Underworld 











Tavern-the security huge hit, and this outstanding port deserves to \ Р É ED CHEST UOCE 
is easier to pene- achieve that same status. For PS2 gamers who , PROTIP: Be sure to watch for wall- 
trate that way. are new to the series, it's absolutely one of x Fx mounted grenades, which can be lethal 
Y \ this springs must-play games. @ 4 „0 роону мар» 
j MN : 


e 
at 
GRAPHICS 3.0 SOUND 45 CONTROL 4.5 FUN FACTOR 5.0 


The visuals suffer from a bland, out- The extensive, sharply delivered dia- Deus Ex literally uses every possible Tremendous depth, great story line, 

dated look. They're hardly horrible, but logue steals the show, but ho-hum button on the PS2 controller. It takes a original gameplay— Deus Ex is the kind 

the PS2 is capable of much, much more. weapon effects and repetitive music are bit of practice to master, but it definitely of game that almost shocks you with 
the downsides. pays off. how good it is. 
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BY STAR DINGO 


PRORe@ViewWS 


Developed by Crystal Dynamics 


Published by Eidos 
$49.99 
Available now 


Action! 
adventure 


1 player 





GRAPHICS SOUND — CONTROL 


FUN 
FACTOR. 











AMPIRES ARE HIP. Vampires are with it. And sucking the 

life out of innocents as they plead for their lives—and then 
laughing maniacally about it to no one in particular—is cool 
enough to distract you from your job as a manual labor special- 
ist. At least, that's the theory behind Blood Omen 2. 











PROTIP: If you walk intó a room and 
see people fighting against one other, 
just stand back and watch, then suck up 
the rewards. 


je Suis Le Yarpie Kain 

Blood Omen 2 shirks the original PlayStation game's action/RPG 
structure in favor of a much simpler, linear, level-based 3D action 
format— not an inherently bad thing, except that Kain, evil lord 

of undead damnation, is relegated to pulling switches and push- 




















FM 


i 
; 7 А 
vem 


bM 








PROTIP: Charm a peasant, walk him into some mist, 
and then have him call for help (^). Nearby guards 
will tome running into the mist to investigate, leaving 
them open to a stealthy Mist Form attack. 





ing crates to solve puzzles. Yes, pushing crates. Even Soul Reaver 2 
was wise enough to abandon that most heinous of ancient 









CI—EUE Mj 
gameplay mechanics. | 

Luckily, there's great grim satisfaction to be had in walking ир 
to a friendly fishmonger and listening to him say, "G'day guv'ner, 
| hear there be vampires about!" right before you slash his chest, |- 
pick him up by the neck, hurl him against a wall, and suck the life “Ahhh, my greatest nemesis. | see you 
out of his twitching almost-corpse. You do that a lot in Blood паке Saunga wayi fo eT 
Omen 2...and by the time the novelty of Kain’s cruelty wears 
off, you've collected yourself a spiffy array of vampire abilities 
(like mind control) that make all the crate-pushing a lot more 














-—— || T 





JA 








bearable...fun, even. 


Ah, this Crimson Charade Called Existence. f 


Kain's PS2 presentation is polished, if not overly as 
complicated. Graphical high points include gor- 

geous urban architecture, super-clean textures, and 
dramatic camera angles. Low points include over- 

simplified human character models and frame rate 
jitters. Ultra-effective screams and eerie theme 

music lend mood, and there's plenty of the vastly 1 

entertaining pretentious Anne Rice dialogue that re- < 

mains the series' trademark. Kain's controls aren't immediately friendly, though 
the "spot rotation" and limited camera controls work just fine once you adjust. co 
Battling is Spartan with a single attack button, though you'll find that combat 3 
remains fun despite the fact that nearly every skirmish works the same. | 


A scarlet Cyst on he Pustule of Wine Antipathy 

You'll probably wish there was more behind ВО25 bloodily amusing facade than just 
another 3D action/adventure. ..but there's not. A solid story and high frequency of 
wholly immoral acts of horrifically violent fun are what ultimately lift Kain above his 
crate-pushing heritage. Just suck it up and move on with your unlife. @ 
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Rs 
PROTIP: Blocking fills your Fury me- 
ter, but it also damages your weapon. 
W you're a Fury-holic, pick up a fresh 
weapon after defeating every foe. 


PROTIP: Magnus likes to 





PROTIP: If you see two people con- 
versing, eavesdrop for a while to gain 
information...then eviscerate them and 
consume their precious lifeblood. 





hide on the 
circular platforms while invisible. Use 
your Jump power to attack him from 
the platform on the opposite side. 


PROTIP: Employ а 
To beat thesê Sarafan guards, block five times (L1); 
dodge to avolt 
чу 5-1 strike while th&Y're recovering. 







block-cdodge-attack strategy. 


ja potential power attack, and then 


GRAPHICS 4.0 


Cool animation, some rather gorgeous 
cityscapes, and super-clean textures 
combat simple-looking character models 
and frame rate problems— especially 
during certain boss battles. 


SOUND 4.0 


The sound effects get the job done, and 
some effective (if not particularly mem- 


: orable) mood music sets the tone, but 


the voice-acting is the star of the show. 
Overblown, pompous fantasy vampire 
blather at its finest. 


| CONTROL 3.5 


Controlling Kain's rotate-in-place walk- 


“ig style and limited camera аге a little 


annoying at first, but you'll quickly ad- 
just. Combat is simple and repetitive, 
but manages to never really get old. 


FUN FACTOR 4.0 


Linearity and stupid block-pushing puz- 
zles aside, this latest dark chapter in the 
Kain saga delivers—mostly because 
Kain’s modus operandi of grim human 
slaughter is so distressingly delightful. 
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CAPCOM 


“and the next ерїс quest 


in the classic series 


* Magical Effects 


* Classic RPG-style battles 
* Item exchange via the 


* Creative puzzles keep you guessing 
* Hunting, fishing & town-building Game Link® Cable 
© CAPCOM CO., LTD. 2002 © CAPCOM U.S.A, INC, 2002 ALL RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. BREATH OF FIRE ¢ APCOM 
isa trademark of CAPCOM CO., LTD, ALL RIGHTS RESERVED, LICENSED BY NINTENDO. NINTENDO, GAME BOY, GAME BOY ADVANCE AND THE OFFICIAL SEAL ARE TRADEMARKS 
OF NINTENDO. © 2001 NINTENDO, The ratings icon is a registered trademark of the Interactive Digital Software Association. www.capcom.com 


PLAYSTATION 2 _ 





PROR@Vi 


ews 


ITH ITS SLICK graphics and intriguing combo of gameplay styles, 

Headhunter is the kind of game that you really, really want to like. But 
like an unruly brat throwing tantrum after tantrum (and that’s exactly how 
Headhunter's camera behaves), this game abuses your good intentions until 


you surrender in disgust. 


Headache Hunter 


Hunting down felons as a bounty hunter? Rocketing down 
city streets on a motorcycle? Sounds like a great premise, and 
truly, it is. But only the most dedicated gamers will be able to 
unearth a scrap of fun when faced with the oppressive burden 
of Headhunter's atrocious camerawork and flawed controls. 
But first, the bright side: Playing as Jack Wade, the aforementioned 
bounty hunter, you'll delve into an intriguing tale involving crime lords, your own amnesia, 
and creepy government conspiracies. Loaded with highly detailed, colorful environments, the 
sleek graphics make an excellent first impression, and they're backed by solid dialogue, decent 


sound effects, and thunderous action-movie music. 
The gameplay serves up an attractive cocktail of motor- 

cycle racing, WinBack-style combat, MGS2-like stealth, puzzle 

solving, and bounty-hunter license tests that will give you GT3 

flashbacks. In a typical level, you sneak through a terrorist-infested 

mall, solve standard puzzles that involve unlocking doors and moving 








PROTIP: If you're taking fire, tap 
to roll, which is a highly effective eva- 
sive maneuver. 








PROTIP: Sometimes schlepping crates 
is the only way to progress. Pulling back 
this one reveals a numerical keycode 

that unlocks a door. 










SESS ву AIR HENDRIX 


Developed by Amuze 
Published by Acclaim 


$49.99 
Available now 


Action/ 


1 player 


FUN 
GRAPHICS — SOUND CONTROL _ FACTOR 


adventure 








crates, and blaze away at plenty of bad guys. 


Caution: Spleen Vented Below 


While those various flavors of gameplay mix together in a fairly 


appealing way, the motorcycle action is a big letdown— you 
mostly just commute between levels. But the real crime is the 
appalling third-person camera, which never keeps up with you 
as you turn corners or enter rooms. You're often stuck staring 
at a wall, unable to even see an enemy while he gets to take his 
sweet time busting caps in your sorry backside. 

The controls only raise the price on this game's head. Ab- 
surdly, theres no way to manually control the camera, and basic 
moves like strafing are MIA. The targeting system is also pretty 
unreliable — taking out one bad guy requires more rounds than 
were fired in an average A-Team episode. 


Pass the Aspirin 
If you're the patient sort and you loved the WinBack series 
(which Headhunter resembles in a lot of ways), try renting this 





Fw 
PROTIP: Going into Gun mode (tap 
R1) forces the camera to point in the 
direction you're looking. Use this lame 
hack to keep Headhunter's contrary 
camera in line. 





PROTIP: The best combat tactic is to find a crate 


or wall to put your back against by tapping 


\. Then 


hold R1 to leap out and fire, and release R1 to take 
cover and reload. 


game to see if its rewards outweigh its 
many frustrations. If not, the PS2 has 
many pastures far greener than this. Э 


PROTIP: Greywolf sticks to predictable paths іп 
his boss fight, so position proximity mines along his 


route to ambush him. 





PROTI 
the Wolfpack emblem. 








: Use this pattern to stamp 


PROTIP: To master the twitchy motorcycle, acceler- 
ate only in a straight line. Also, acceleration is highly 





d Trib 





sensitive to the amount of pressure you put on х. 


GRAPHICS 0 CONTROL 2.0 Î FUN FACTOR 3.0 


The richly rendered levels capture your 
eye with impressive attention to the 
smallest detail. The only flaws are the 
seemingly cloned enemies and the pop- 
up/fog on the driving sections. 


The dramatic action-flick music doesn’t 
always suit the mood, but often, it’s spot 
on. Respectably solid voice-acting and 
sound effects bring up the rear. 


Control is truly Headhunter’s Achilles 
heel. A godawful camera that you can't 
control is the main culprit, but the 
cumbersome combat causes plenty of 
grief, too. 
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This bounty-hunter game shoots itself 
in the foot. Its cool graphics, story, and 
gameplay variety are buried by the bru- 
tally bad camera and controls. 
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—/ PROR@VLEWS 


ERTAIN SPECIES IN the animal 
kingdom put on lavish, crazy displays 
of color to dazzle their prey before moving in for 
the kill. Ecco is one such creature—a surreal, original wonder that 3 T 
blinds you of its flaws with a glimmering oceanful of great ideas. i 





BY STAR DINGO 







FUN 
GRAPHICS SOUND CONTROL — FACTOR 








а Developed by Appaloosa 
в Published by Acclaim 


m $49.99 m Adventure 
[H = Available now 1 player 



















| Aside from a few minor tweaks, Ecco for the PS2 is a straight-up port (Wr ma c» 
| of the Dreamcast original. Levels are laid out identically; the same 
| haunting, eerie underwater sound effects still echo through the seas; 
| the awesome story—a surreal, wondrous, bizarrely original sci-fi 
| spectacle by novelist David Brin— remains untouched. Graphically, the 
PS2 version isn’t as prone to slowdown, and some special effects— M 
including Ecco's sonar—have been enhanced, but that's about it. d 
Luckily, the game has aged gracefully with sheer creative artistry 
outshining game-engine limitations. The controls are still impressively 
fluid, accomplishing the feat of making you feel like a dolphin, though 
the camera still gets stuck, and you sometimes have to fight to get it 
to show you what you really want to see. Minor quibbles, to be sure. CIRC 





$ 
Ў 





Unfortunately, Ecco's main drag remains unchanged as well. Level objectives are T "mm^ 
ridiculously vague, accomplished through a frustrating trial-and-error (and error № ў 
and error and error) methodology. Prepare to die frequently. Prepare to get — 
especially frustrated because you really, really want to see what's coming next. : l 
The PS2 version does add an enhanced sonar map and “hint glyphs” to help— 
though they're only half-bandages to a deeper gameplay wound. 

Ecco is an enigma: rewarding, rich, brimming with beauty and creativity, capped in 
the dorsal fin by vague goals and absurdly difficult Groundhog Day gameplay. Oh, how 
you want to love the dolphin. But dolphin love is a cold, hard love. 


| 
| 
| 
| 
ing for Porpoise ани ко 71 бын. | 
| 
| 





BY FOUR-EYED DRAGON 
THE FABULOUS XBOX surfer that wowed gamers with its visuals now = п Developed by Angel Studios GRAPHICS зоцир contol _ FACTOR 


makes a solid run on the PlayStation 2. e m Published by Infogrames 
2$49.99 = Surfing 


Local Motion TRANSWORLD m Available now m4 players 


Surfing nuts who can’t find 
a decent ride on the Play- D ee | 
Station 2 will have a won- SUES ا‎ һа 


derful time wave sliding 

with TransWorld Surf. Like its Xbox predecessor, Surf enables you to ride 
with top pros like Tim Curran, Fred Patacchia, and Rochelle Ballard in inter- 
national water spots that include Fiji, San Francisco, and Australia. 

This surfing game's unique approach means that each stage contains differ- 
ent wave breaks that vary in speed and height, which makes for true game- 4 
play variety. In fact, it's the actual wave movements that add depth to each р А. 
surfer's style —you сап bullet through a crashing barrel, carve an open-faced PROTIP: If you ride а wave past ће PROTIP: If you think you're going to 
wave, or grab your board above the tumbling water. And performing these pler in Huntington Beach, sharks will bail after a crazy air combo, do a 

i 20) swarm you. floater to finish. 
magnificent stunts feels comfortable to the fingers—it's not too 
complex, and it's easy to learn. 


The Art of He'enalu 

Visually, TransWorld Surf looks darn good on the PlayStation 2. 

The water effects splash, roll, and move with realism. Even the 

surfers look sharper and animate smoother than their Xbox 

counterparts, but occasional slowdown and draw-in prevents a 

better graphics score. The tunes also rock with a nice combo 

of head-banging and smooth acoustics playing in rhythm with f 

the movement of the surf. A ZI a PROTIP: Pull off 
TransWorld Surf blows away all other surfing games already 7 y ecd inj км. 

out. The game is a perfect mix— not too arcadey and not too 


break since you 
` B А PROTIP: To perform Rochelle Ballard's Alleyoop Е 
sim-like—that both beginners and veterans of the sport will $40, hold x, motion V > J ^, release x. won't have to worry 


thoroughly enjoy. @ wen а your 
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{;` ja ч EMBARK ON A QUEST TO SAVE A KINGDOM. 





Collect over 100 Guardian Creatures, 
summoning them to fight in real-time 
battles against hordes of enemies. J 


Immerse yourself in 20 
hours of gameplay, taking ! 
» anepicjourney 
through magical, 
graphically-rich 
3D realms to 
v" uncover the 
mysterious force 
that threatens the 
kingdoms. 















Make it a solo mission or go 
head-to-head with friends in 
Two-player Versus Mode. 






foes, Discover, collect 
те cards to battle an 







Comic Mischief AVAILABLE | ; 
Violence |z "e E FROMSOFTWARE SPRING 2002 Ае дон 





© 2002 fromSoftware I: All ‘a Téserved. Published and distributed by Activision Publishing, Inc. Activision is a registered trademark and Lost Kingdoms is a trademark of activision.com 
Activision, Inc. and itsaffiliates, All RightS Reserved, Licénsed by Nintendo. Nintendo, Nintendo GameCube and the Official Seal are trademarks of Nintendo of America Inc. © 2001 
Nintendo. The ratings iconis а trademark ofthe interactive Digital Software Association. All other trademarks and trade names are the property of their respective owners. 
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Developed by Zoom 


PLA ATIOIN 

PROROVüLÜSOLU'S 

а = Published by Fresh Games prr 
Mister Mosquito $52.99 Mosquito 


Available now action 










IN THE EYES of the Yamada family, the only thing worse than a hot summer 
day is an obnoxious mosquito that pesters them in their own home for the entire season. 
Welcome to the exploits of Mister Mosquito, a unique adventure full of bites, hand swats, and lots 
of bug spray. You command the pestering insect in a third-person view, controlling his bite and the 
amount of blood he sucks out. You must also avoid 
raging Yamada family members who can go on a ram- 
page if they notice or feel you. 

Mosquito’s visuals and audio are limited. Each level is 
a small yet typical furnished room of the Yamada house. 
There isn’t much chattering in the home except during 
cut-scenes, so all you'll hear during the actual game is 
the sound of yourself sucking out blood. The sluggish 
controls make it hard to maneuver Mister Mosquito 
and avoid hand slaps, insect repellent, and everything 


else that's thrown at you. PROTIP: In stage six, уои can reveal the - PROTIP: Fly low along the floor to avoid Yamada fam- 
Mister Mosquito is a novel oddity. While it’s eerily bite points only by activating the telephone, ЙУ members during their battle mode. 


1 player 








fun to play as a mosquito, the gameplay gets repetitious and extremely challenging toward the end. 
Although Mister Mosquito receives points for its originality, the game is still best enjoyed as a rental. 6 


BY STAR DINGO 


FUN 
Herdy Gerdy Developed by Core namics souno сою. ҺА 
Ат ITS HEART, Herdy Gerdy isn't much more than a glorified slide puzzle $49.99 Herding/ 

in the guise of a Mario 64-style mascot platformer. Herd Duck Contingent шы now үе 

A into Реп B. Guide Toothy Black Thing Flock E past Edible Purple Koala Pack F and into 
Slot G. Quickly, lad, play ye pipe, lest the chickens be filched! Careful planning skills are a must for the occupational 
herder— be prepared to spend lots of time staring at the level map. It may sound dull, but Herdy Gerding is actually 
a compelling and rewarding vocation once it “clicks;” kudos to Core for daring something different. 

The game tries its damnedest to look and sound like a big- 
budget cartoon. The music is charming, the voices are fairly well 
acted, and the sound effects (especially the animal noises) are 
superbly amusing. The character designs are disturbingly delightful, 
and the animation rivals big-budget Disney stuff. seriously. If you 
have a low tolerance for whimsy, be prepared to puke. 

Unfortunately, artistic ambition is waylaid by technical problems. PROTIP: There's an easy-to-miss short- 
While Gerdy himself handles nicely in open spaces, the camera Sut behind this Doop pen at the foot of 

NEG the Mountain Pass.‏ ا 
gets stuck in tight places at crucial moments, making it your‏ 
greatest foe, Plagues of slowdown strike frequently, meaning you're only gonna glimpse the animation in‏ 
full glory when you're close up and standing still. "Tis a bleedin’ shame, too... .with a little more wrangling,‏ 


1 player 





PROTIP: Have a Gromp smack you a few times 


in Moonlit Peak to crack this ice patch. Herdy Gerdy might have been the PS2 answer to Pikmin. 03 
BY MAJOR MIKE 
Xe Maestro! I <= M = Developed by Sony GRAPHICS SOUND _conTROL_FACTOR 
Е Published by Eidos н 
Map Maestro! 15 a challenging concoction of classical music and twitch- $ $49.99 Music/ 


rhythm 
1 player 





finger coordination skills. Yet to call the game “PaRappa does Mozart” is mis- Available mow 


leading; this is one of the most challenging match-your-fingers-to-the-onscreen-button- 
presses game since the genre's conception. 

As Takt, you conduct an orchestra through several well-chosen classical music pieces. But keeping the 
tempo and volume of the music alters onscreen events, and Maestro gets an extra round of applause for the 
clever scenarios. You'll guide a couple to dance, keep a circus act on 
track, and even zap invading aliens. Conduct well and stop the Mar- 
tians; perform poorly and the man gets dumped. Cute as these acts 
are, though, you won't really have time to appreciate them as your 
eyes will remain fixed on the prompting. 

The challenge is steep. With three degrees of pressure to exert 
on the buttons and occasional simultaneous directional pad com- 
mands, be prepared to be booed by the audience and to make repeat 





=; 1 1 PROTIP: When an arrow appears in a Cue 
performances. All music pieces are beautifully and cleanly replicated, ^ point tap in the direction indicated right before 


ing a piece, position your finger over although the chunky characters leave something to be desired. Classi- the Cue Ball lands on it. 
the Л button and wait for the Cue Ball cal music fans will probably have a better time, but Maestro is nevertheless a worthy challenge for any music fan. Plus, 
[з Өде Б ДО шере ракс imagine how pleased your roommates will be with the sweet sounds of Strauss rather than your “usual racket.” £7 





PROTIP: If you lose your place dur- 
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Developed by Crystal Dynamics 
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HERE IS TURMOIL in Nosgoth. The vampire 
legions once led by Kain have been defeated, and 
Kain himself, killed. You take control of Kain at his 
moment of resurrection, charged with regaining 
his former power and prestige and getting revenge 
| on those who caused his downfall. 





Published by Eidos 
$49.99 
Available now 


S Action/ 
adventure 


1 player 











PROTIP: Hide in the mists when fac- 
ing multiple tough enemies. You won't 
get easy kills, but you can pick how and 


hen you'l х | 
oen уон Ten-foot streams of blood shooting from corpses 


| Raisinc Kain 
\ Blood Omen 2 has been a long time coming, ai 
While Kain's graphics lack the polish and s 
they do a great job of bringing Kain's nightti 
acting lends dramatic credibility to the gam 
and realistic sound effects give Blood Omer 
~~, horror feel that's perfect for a tale as darl 
3 Past games in the Legacy of Kain serie 
in the park when compared to Blood O 
encourages you to partake in the sla 
are essentially walking power- od Omen 2 as 
drinking their blood replenishes your heal | makes 

























to life. Fine voice- 
wonderful music 


AW o Үл 


Dy AKE ТНЕ В 
= Playing as Kain is a mixed bag of 
frustration and fun. As in the Soul 
i» Reaver titles, combat can get 
tive and stiff as you get fu 
in the game. Hours of pu 
punch, block-block-block fights ‹ 
old. When you kill an enemy yt 
take his weapon, but the attacl 
seem to work at the same speed | 
* do the same amount of damage. 
Between bouts of combat, you'll run Xck-pushing and switch-pulling 
puzzles that, while clichéd, are challenging without being frustrating, and fine 
game design keeps Blood Omen 2 from becoming boring by mixing the fighting 
and brainteasers at a just-about-perfect ratio. Boss battles are a fine combination 
of combat and puzzle-solving, too, balancing the pros and cons of both play styles. 


One Вар Omen...Bap as іп Соор 
Overall, fans of dark fantasy or edgy adventure would do well to pick up 
Blood Omen 2, but be warned that this is one of the messiest, darkest, and 
most amoral titles to come along in some time. If that doesn’t bother you, 
you're in for a treat. E] 





: Use Fury in fights with strong 
harge it up by blocking, 
it when your opponent 








PROTIP: һата тай? сап do 
many things you cannot, including walk- 
ing past guards and through wards. 


into Kain's mouth! Nah, this game isn't all that gory. 



























PROTIP: Look everywhere for these 
vampire artifacts. Each one gives you 
more Lore than 10 or 20 human kills 
combined. 








PROTIP: You can stun Masi by 
ringing the church bells. Pull the 
switches on either side of the sanctuary, 
and go whack him while he's stunned. 


GRAPHICS 4.0 


Dark and gritty, the graphics get the job 
done, but they're missing a lot of the 
polish and shine that you'd expect from 
the Xbox. 


NE 2002 


SOUND 4.5 CONTROL 3.5 FUN FACTOR 45 


Eidos once again delights with wonder- 
ful (if overwrought) voice-acting and vivid 
music and sound effects. A little more 
tuning would have eliminated the few 
tiny glitches. 


Running, jumping, and climbing all work 
fine, but Kain doesn’t seem to have the 
fluidity of the mythical vampire. Com- 
bat is repetitive, though the blocking 
system makes it fun. 


Many may be turned off by Blood 
Omen 2% bloody, evil nature, but those 
who stay will find a great game with 
smart puzzles and an intriguing story. 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 












* BY FENNEC FOX 















PROReVLeOelS 
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Despite ITS FLAWS, Spy Hunter on the PlayStation 2 was 
everything an update of the 1983 arcade racer-shooter should 
have been. While the Xbox port has the same niggling control 
issues as before, it's still more than enough to keep the arcade 
adrenaline flowing. 


POWER STEERING AND GUIDED MISSILES 
In Spy Hunter, you must drive your transformable G-6155 Inter- 
ceptor super-car across roadways and rivers packed to the gills 

with evil NOSTRA agents. The game is composed of 14 missions, 
each with several objectives to complete, and new levels are un- 


FUN 
GRAPHICS — SOUND — CONTROL — FACTOR 


lÎ = Developed by Point of View 


m Published by Midway prm) 
= $49.99 в Action/ аі 
= Available now driving Бы 


=2 players 








PROTIP: Entering a weapons van 
completely refills your life and ammo. 
locked only after completing objectives on previous ones. The Enter every one you see, even if it 


problem is that these individual tasks aren’t saved—to officially means going out of your way. 
“complete” a mission, you must perform every goal in a single run, meaning you're in for lots of replay- machine-gun bursts, then break out the guided 
ing until you finally get it right.This little frustration is aggravated by the controls. The Interceptor is a missiles to finish him off. Don't get ahead of him, 


PROTIP: Weaken this rogue Interceptor with 


mobile arsenal of lethal weapons, each with its own button or he'll pelt you with missiles of his own. 


scheme. This wasn't so difficult on the PS2, but the Xbox controller makes 
it much tougher to get a handle on the mobile espionage. It can be hard to 
reach the Black and White buttons in time to activate defensive weapons, 
and targeting guided missiles (done by pressing down the left thumbstick) 
also requires a little getting used to. 


SPEED RACER'S DREAM CAR 

Fortunately for Spy Hunter, the control problems rarely get in the way of a 

PROTIP: Don't waste too many mis- good time, and ramming and blowing apart enemy vehicles is just as fun as 
siles in the Swamp Venom mission. You it was on the PS2. There aren't many new Xbox features—highlights include stetig nee м к 
need at least seven to complete the igj Goats "Vi parallel with a Switchblade vehicle. Blas! 
Bima Shiai! a port of the original arcade game and a few “making of" videos—but the ет from behind or smoke-screen 


game itself should still be worth it to action fans. @ them off the road. 





BY FOUR-EYED DRAGON 
PLAYING AGENT UNDER FIRE is like watching a James Bond flick— и Developed and published by EA Games E ETL ICL FACTOR 
the game's full of fiery action at every turn, And if the exploits of Britain's 3 в Action 

legendary spy grab your attention, p] = Available now m4 players 

then you won't want to miss T 
007's newest adventure. 


Bond Save the Queen 

In Agent Under Fire, you're equipped with the latest weapons 
and Q-gadgetry as you travel to international locales in order to 
solve a mysterious conspiracy that involves cloning world leaders. 
The gameplay contains excellent variety: While most of it takes 
place in first-person mode, similar to previous Bond games, you'll 
periodically take the wheel of one of James' famous roadsters to 
speed through the streets with rockets and guns blazing... just like 
рото. rately than апу of the machine guns. 

The sharp graphics and cool sounds add to the entire Bond If you don't have a sniper rifle for 


theme. The visuals look much cleaner and more vivid than z medium- and long-distance shots, the 
e 3 those ше PlayStation PROTIP: If enemies detect you, let them come to pistol will do just as well. 


i you-don't look for them. That way, you сап set up 
2 version, and the wea- at a spot where you're guaranteed to tag anyone 
pon effects are exhila- who comes into view. 

rating to watch. Believable voices from the entire cast and, of course, 


the 007 theme song only strengthen the entire spy experience. 


A Bond-a fide Thriller 


There are, however, some sore points to Agent Under Fire. It's difficult to 
scroll through the many gadgets and guns in a heated battle. You'll find your- 
PROTIP: In Evil Summit, don't Жано self repeating missions over and over again just because you died while trying 
your shots on the troops while you're in to equip yourself with the right stuff at the right moment. Also, theres some PROTIP: In Cold Reception, don't 
the outside watch towers. Enemies will frame rate slowdown, which makes it difficult to maneuver out of hot spots, forget to take pictures of the various 
E СОЕ ӨШ; nonstop Still, Agent Under Fire accurately represents the James Bond world, which Lora en Jar sre ed 
is full of fast-paced firefights, beautiful women, and international intrigue. (2, 


AGEE 


PROTIP: A pistol shoots more accu- 
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BY DAN DAN ELEKTRO 


PRO AyCaVainCalleS 


m $32.99 
я Available now 


= рапсе/ 
rhythm 


=2 players 


EEE 


ПЕ 


з over 50 songs (20 of which are hidden) from earlier 

ез and a few new ones. The genres range from pop to 
soul to trance to Latin and well beyond. If it's got a beat and you 
can dance to it, it's in here. Players have to try to keep up by 
dancing (well, okay, stomping) on a special mat controller, match- 
ing their moves to the onscreen arrow cues. -You can use a stan. i 
dard controller and tap the buttons in time with the music, but what's the 
point? This game is all about getting physical, and the mat controllers are 
well worth the extra expense. Plus, you can hook up two pads for two- - 


player games or for advanced one-player patterns that cover both mats. 








The blinding 3D backgrounds that exist to entertain and distract as you 

attempt to focus on the arrows are back in force. And while you might 

not think DDR's two-dimensional presentation could be spruced up much, 

Konami has added a bit of pizzazz to the user menus. You'll see a few more 
special effects, a bit more animation, and some prettier graphical elements 
to make the otherwise text-heavy screens more palatable. They're also easier 
to navigate than those from the first game. 

The songs grow on you, not unlike a rash, until you find yourself humming 
the tunes as you go about your daily life. However, you can't stifle a laugh 
and a double-take when you hear the way-too-peppy announcer comment 
on your moves with quips like, "You've just 
become a hero!” and “I’m ready to support 
your next effort!" He may sound stupid, but 
it just wouldn't be Dance Dance Revolution 
without him. 





The workout mode returns, counting calo- 
ries as you move to the beat, but the won- 
derful new edit mode— which enables you _ 
to create your own custom dance moves 
simply and easily— will really give DDR fans 
the ultimate thrill. Get your butt off the 
couch and your feet on the floor—Dance 
Dance Revolution Konamix offers unique 
gameplay with plenty of groove. @ 


= Developed and published by Konami 


FUN 
GRAPHICS SOUND CONTROL FACTOR 





EVERYONE 















{| GRAPHICS 4.0 


The once-flat menu screens sparkle a bit 
more now with some special effects, and 
the dance sequences are still intentionally 
blinding washes of colors with polygonal 
dancers in the background. It's nothing 
the PlayStation can’t handle. 


SOUND 4.0 


Music? Groovy. Voice-over? Goofy. The 
music mix of house, drum & bass, R&B, 
and more sounds great and it’s all fairly 
catchy, but the announcer's overenthusi- _ 
astic quips are downright silly. 
again, they're charming, too. 












If you don't have a mat, don't both: 
but if you can spend a few bucks fo 

ami's official controller (or a high- 
third-party mat), you'll enjoy the 
lot more. Konamix also suppoi 
vanced six-direction mats. 





FUN FACTOR 
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©2002 InterAct Accessories, Inc. All rights reserved. 


‘control. | save. © enhance. 


am interact. 


You play your game perfectly, tightly gripping an InterAct gamepad. From behind the TV, 
an S-video cable brings you crisp, clear picture and sound. Your frustration level 
is low because you're using GameShark® for infinite health and ammo. 


No, we don't make games. But we do make your gaming experience more enjoyable. 
GameShark and Gamepads. Memory Cards and Monitors. Even simple stuff, like 
Adapters and AC cables. 


We are one with the game. Play With Us. 








www.InterActAccessories.com Play With ls" 
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u Developed by Visual Concepts 
m Published by Sega Sports 
"Target release date: Fall 2002 







PLAYSTATION 2 — GameCuse 






SEGA SPORTS SAYS last year's 
impressive NFL 2K2 was just a warm-up. Even though NFL 2K3 will feature 
the same type of gameplay, Visual Concepts is promising to rebuild the game 
from the ground up. The graphics will feature much more shine, and a ton of 
new animations are being 
added to the already im- 
pressive visual show in 
order to improve sights 
Such as facial expressions, 
stiff arm moves, and ball- 2 
stripping lunges, All 32 NFL stadiums are being redesigned with 
additional details, including more sideline action by geeked-out 
teammates and fired-up coaches. 

It sounds like the artificial intelligence is also getting a signifi- 
cant upgrade. Of course, teams will run defenses in the style of 
their real-life NFL counterparts; however, you can expect more 
aggressive attacks in red-zone situations, and look for 
the computer D to cross you up with last-minute de- 
fensive audibles. If you've done your homework, you'll 
be able to counter with a new audible system that 
enables you to change plays at the line of scrimmage. 
None of these intriguing changes are likely to make 
it any easier to sneak the Cleveland Browns into the 
Super Bowl, but they bode well for the upcoming 
2K3 season. @ 































| m Developed by Visual Concepts 
7 m Published by Sega Sports 
NBA 2K2 wasa E а 1 Target release date: Fall 2002 


formidable force last year, 
but Sega is looking to raise the bar with 2K3. The big question 
is: Can Sega do anything to save the Warriors? For the rest of 
the "virtua" NBA, the gym rats at Visual Concepts are laying 
more animations on top of the existing show, adding new pass- 
stealing visuals and redesigning all the player models. It's even 
spiffing up the player interactions by fine-tuning the collision- 
detection scheme. 

Aficionados of the "big man" game should get excited about 
the new. post-up system. You'll be able to perform pivot fakes, 
take a charge, and make a steal from the post-up position, too. 
The 2K series' great defensive gameplay will really get insane in 
2K3. Sega says Visual ‘Concepts is working on, among other 
things, new pass-stealing techniques, diving out of bounds for ball 
saves, and better shot-blocking moves. If it all comes together 
NBA 2K3 could Бе а slam dunk. That “other” NBA better watch 
out—this almost sounds better than the real thing: 3 


PuarSranon 2  GameCuse 


Note: All screens shown here are from the Xbox version. 
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Derevieus SES 


| Developed by Tiburon mi 
m Published by EA Sports 


Madden NFL 2003 БЫ Target release date: September ESESEEEEN 


THE DEVELOPERS OF last year's Madden managed to improve upon 
almost every aspect of the 2001 version—especidlly the graphics and game- 
play. This year, Tiburon is looking to repeat that magic for the 2003' edition; 
which will hit all three next-generation consoles just in time for the new 
season. The 2002 version's enhanced defense and improved passing system will 
return, along with the 

ultra-robust Franchise 

and Create-a-Team 

modes. While the vis- 

uals will be upgraded 

with new player anima- 

tions and improved 

details and textures, 

the already impressive 

gameplay will also be 

refined: GB 














BY FOUR-EYED DRAGON 


NCAA Football 2003 ИЙ uem: 


m Published by EA Sports 
NOTHING IS MORE intense or m Target release date: Summer 2002 


unforgiving than playing college foot- 
ball; and years of real-life pigskin tradition have transformed'the NCAA Football franchise into a staple for true uni- 
W versity. competition on the console systems. The next. NCAA Football game will-enable you to take control of more 
than [44 Division I-A and I-AA schools, and you'll also be able to use new plays and formations. NCAA 2003 will 
also feature improved 3D crowds and new mascots, plus you'll be able to hear team-specific chants and fight songs. 
The clash of the colleges will begin late this summer. @ 





PLAYSTATION 2 GaneCune 


4 Note: All screens shown here are from the PlayStation 2 version. 


BY AIR HENDRIX 


m Developed by Tiburon 


L m Published by EA Sports 
ONE ОР THE biggest boons for = Target release date: Summer 2002 


NASCAR fans ‘happened last year 

when Tiburon branched out from making stellar football games...and turned dut a remarkable stock-car racer. 
NASCAR Thunder. 2003 is-aiming to convert the series’ impressive rookie season into а heavyweight franchise, 
beginning with a new game engine that will improve. the A.l., 

graphics, physics, and handling. A: deep new Career mode will 

be paired with a; slew of real-life scenarios that sound a lot like 

NASCAR Heat's fun’ mini-games: The starting line will be open 

for business this summer, @ 


PLAYSTATION 2 GaneCuse 
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BY TOKYO DRIFTER 


Developed by Visual Concepts Ер) 


Published by Sega Sports 
n : ۴ 
Target release date: Fall 2002 FIRST LOOK 















PLAYSTATION 2 GaneCune 






WHAT SPORT WILL Sega un- 
leash next upon the PlayStation 2, 
GameCube, and Xbox triumvirate? 
None other than NCAA College 
Football 2K3, which enters the 
cross-platform lineup alongside its 
pro-ball cousins. Developer Visual 
Concepts is hoping to capture the 
college game's vastly different look 
and feel by going beyond its initial 
effort on the Dreamcast. 
Improved character models with 
smoother animation will do battle 
in completely redesigned stadiums. 
Extra attention will be paid to the specialized helmet decals and realistic facial expressions, The 
overall feel should still be familiar to anyone who has picked up any of the NFL 2K games, but 
| the speed and options will havea different 
vibe. Among the long list of features will be 
an enhanced Legacy mode; official Bowl games, 
a comprehensive roster editor, and ateam 
ranking system. Each team's uniforms, rosters, _ 
and:attributes will be current as of the 2002/ 
2003 season schedule. Look for some big 
band excitement, wacky foamy #1. fingers, 
and painted faces come this fall. @ 





Note: All screens shown here are from the PlayStation 2 
version. 












World Series Baseball 


THE SPORTS GURUS at Visual Concepts are in full control of World 
Series Baseball now, and the game is hitting leadoff for the Xbox. WSB will 
y use a highly refined version of last year's game engine 
that seriously jacks up the visuals. As in Sega's 2K3 
sports games, player models in the preview version: 
displayed an almost-eerie accuracy, and Sega is prom- 
ising 50 facial emotions, 100 batting stances, new field- 
ing animations, and even selectable shoes: 

The controls in the preview disc were sweet. The 
pitching interface featured a Hot Zone Box that indi- 
cated, pitch location versus a batter's hitting tenden- 
cies, and. you could disguise pitches during two-player 
games. At the plate, the batting cursor was unobtrusive, enabling you to hone your hitter's eye. 

You'll get five modes of play, including exhibition, season, playoffs, and home-run derby, but: 
Franchise mode, in particular, is looking formidable. You'll hire managers, coaches, and scouts, 
and the money you pay these guys will even affect the quality of your players. During the season, 
you'll be able to wheel and deal— even: orchestrate multiplayer trades. Forget spring training, the 
World Series is just around.the corner 2 






п Developed by Visual Concepts 
Published by Sega Sports 
Target release date: May 
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“The new, miare power 
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Careful where you huild them. 


With more powerful weapons and 
near endless articulation, nothing 
is safe from G Gundam. Be sure to 
check out the entire Gundam line. 
Five skill levels. Up ta 140 parts. Extra 
homeowners insurance not included. 
handaicom  gundamofficialcom 
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_ PLATFORM. NFL BLITZ 20-02 stays true to its arcade roots, but it's 


FUN 
Developed by Wow Entertainment GRAPHICS — SOUND CONTROL — FACTOR 


Published by Sega 
н $49.99 тп Baseball 
m2 players 











Home Run King 








PLATFORM, EGA'S FIRST BASEBALL effort for the GameCube 
Safapeube has more of an arcade feel than the simulation-based 
© World Series Baseball franchise, which сап Бе either a good 
thing or a bad thing depending on your preference. 
БЕТ King as in Baseball, not Burgers 
Baseball Home Run Kings visual package is uneven. Convincingly realis- PROTI бапа that the pitcher will PROTIP: You don't seed to sub out 
. tic player animations and details like the shine on their helmets / throw a fastball is usually a safe general - pitchers since they're equally capable 
at 1 look great. Not-so-good are the polygon clipping issues and ннен when you tan Y dédde what to do. lodo ера 


the bland stadium crowds. Also, the flashy camera angles. when the ball is 
in play often prevent you from properly assessing your defensive options. 

The sounds are noticeably bland. The play-by-play by the two announcers sounds а lot 
like the commentary from Sega Bass Fishing, complete with jarringly odd speech patterns. 


It's Good To Be the King 

The pitcher/batter interface, on the other hand, is fantastic. As the 
pitcher, you select pitch and location with the analog stick. You also 
monitor pitch power with a power. bar, lifted directly from Virtua 
Tennis. You can't see the pitching-location cursor, which can be tough 





И TRIKE at first, but it’s perfect for games versus human opponents. Batting 7 f 3 
gn offers twists on tradition starting with the ability to guess what pitch PROTIP: Your best chance ед bunting for a 
рн s is being thrown: Your batting target then morphs to the angle of the ' single is to aim between the pitcher and the 
n. E 2 pitch and changes from blue to red if you anticipate correctly. first baseman. 


PROTIP: You can turn off this strike 
camera pan by going to the options 
Screen and turning off auto replay. 


Home Run King’s quirky, arcade-style presentation and gameplay isn’t for everyone, but its 
engaging charm and addictive pitcher/batter interface make it a stand out at the ol’ ball game. G 








NFL Blitz 20-02 2 Developed by Point of View GRAPHICS SOUND _ CONTROL FACTOR 
[ д Published by Midway € 


$49.99 п 16 players 
(via link 
cables/hub) 











m Available now 


Xbox ing i i is ti 
slowly evolving into а deeper experience. This time around, m Action Football 


Blitz adds an Impact Player, who can be reassigned on the fly. Player 
models and animations have been improved upon and field textures 

look very good...even if the camera occasionally gets lost after the play. 

SPORT The:two-man commentary is goofy but entertaining, and the grunts 
Football — ahd comments get repetitive. The controls handle just fine, even with 
Ú the new Impact Player. That said, there isn't all that much new here, 
except for а crazy 16-player mode—but even that, like the season 

mode, just extends the basic gameplay. The series’ hallmarks remain 

fusiamencelly unchanged: PROTIP: If you bobble a pass, PROTIP: The key to effective 


NFL Blitz is still a ridiculously fun pick-up-and-pummel kind of game. jmmediately send the receiver to pass defense Is simply hitting the 
Just don't buy it expecting a revolution. @ the yellow X to save the play. receiver before the catch. 














Smash Court Tennis Б tet na titty ne a em e 


Pro Tournament ; 5 й Ы {| = Available now em 


PLATFORM SMASH COURT SERVES upa decent dose of tennis, but... 
PlayStation? the unusual control scheme doesn't give the-game.a top seed ranking. 
PE) Okay, so Namco gets a half point for getting Anna Kournikova into a 

tennis game even though she's only a mediocre player in real life, You - 
can, however; play as seven other ranked and better players. Unfortu- 











SPORT nately, the gameplay doesn't focus on the players’ strengths and weak | 

Tennis nesses like a tennis game should; rather; hitting the winning shot requires © 
oA you to press the button at júst the right moment to get a strong solid 

& hit. The so-so visual and sound package contributes to the middling ` 


quality of the game, too. Rent Smash Court to hold off your tennis PROTIP: То set "Nicel". on 7 оон Rafter attacks thé net ^ 
your serve, hit the ball Ex asit. -right after serving. Return his serve 
craving until Sega's Tennis 2K2 makes its PlayStation 2 debut. G starts to fall back | &ross«court to get him off balance. 
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-PLATFORM _ HERE AREN'T MANY licensed racing games that make you feel 
PlayStation 2 


— — PLATFORM ALL-STAR BASEBALL 2003 is coming up to bat for 









PORTS P 
PROREVLEUWS рунее Die anot an E 


Developed by Evolution Software 


World Rally Ix. pd 
Championship 




























like you're іп an actual competition when. you play, but World Rally 
Championship is one of those rare exceptions. 












Worldly Traveler 
The overall presentation of World Rally Championship is simply amazing. 
With a slick intro movie and actual film clips of WRC racing intermittently 
shown in-between stages, rally culture starts to dig into your mind as soon 
as you start playing. But the Visuals go way beyond just FMVs. You can race 
in every official car and on every official track of the 2001. WRC. Each 
roadster is sharply painted with: its true 
colors and official sponsors, plus cars get 
damaged if they stray off-road and get 
dirty ‘when they race on dusty roads. u 
The level design, however, is the best part of the game. Whether you're climbing the steep slopes of 
Cyprus or braving the narrow roads of Great Britain, courses аге re-created with realism—they even 
include various road types and unpredictable: weather patterns that you need то contend with in every 
race. The voice of your co-pilot and the sound of revving engines ада ап extra element of realism, соо, 


The Single Scene А 
d The gameplay mirrors genuine rally racing: Instead. of speeding: Шолу at the same time with a pack of 
Enloy the wonderful sights of Wüc PEUT ОПА BOS УРН must drive solo against the clock. It bs sound uneventful, but races happen on all types 
through the majestic vistas; hills, and deserts of of terrain, which means you need a lot of concentration to master each course. Controlling your car on 
Europe and Africa. ^ these ricky tracks, however, can be frustrating at times due to the loose handling of your vehicle: Still, 
navigating through the twists and turns 
in; ‘such diverse environments 

is exhilarating. 

f If you've ever anderea what the... 
heck rally. racing ds allabout or if youfe 77 
a true fan of the extreme sport, play pr 
/World Rally Championship —it's as 
;close as you'll get to the real thing. g3 


PROTIP: To maneuver through a sharp cutve, start by tapping the brakes as you're entering the turn. As you're making 
the turn, countersteer slightly. As you're coming out of the turn, keep your wheels pointed in the direction you want to, 
Зо апа accelerate hard. 


All-Star Baseball 2003 E PEE ss 












m4 players 


















PLE the GameCube, and just like last year's version, it's a league 


leader. Naturally, you get 30 major league teams апаа nice lineup of 
gameplay modes. Building a franchise, managing your favorite team, and creating players are 
ably handled, You can even earn points to exchange for packs of Dontuss baseball cards. 
SPORT On the field, ASB 2003 reveals а dependable team of controls. You can position your fielders’ 
Baseball and pre-select which base to throw to on hit balls, ‚Опе mound; its'a breeze to pitch to:all 
e parts of the strike zone. At the plate, the cursor «assisted hitting i is solid, but bgse-rüpnifig, cari. 
a be a button-pressing adventure with multiple runners on the bags. - i i 
The gi ss and sounds work lard to БОСО on 
«PROTIP: Recognize ` а good show. Player models make an impressive 
the movemént on your : 
pitcher's fastball: Then” SOTTO" accurately mimic ай big-leaguers, and the 


you can aim slightly gameplay animation is silky: smooth. The 
outside the strike zone quality 2 audió; deseryes kudos: for excellent and ‘PROTIP: If you're swinging for the fences, use 
И] to make the pitch tail Ааа ; the С stick to'anglé thé bat slightly up and then 


in f strike. iggressivel 
ae Estes ‚ All-Star’ Baseball 2003 is. hited ир. Be ready to; pes Sie PU нө jn 


/ GameCube ballplayers should Jook forward: 
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OLE-PLavER's REALM 














































Final Fantasy XI 


T WOULD BE no exaggeration to say that Square's future 

lies in the hands of Final Fantasy Xl. The company took a financial hit after 
the Final Fantasy movie tanked, but now it is trying to regroup by taking its 
monstrous RPG series (30 million games sold and counting) into the bold world of online play. Will 
Square succeed? That depends on a thousand different factors: whether Sony can get its PlayStation 2 
online service running soon enough, whether gamers will shell 
The Screen Layout out $40 for the PS2 ме Р Xu and so Jui if the FFXI 
public beta test taking place in Japan right now is any indication, 
Square could have the makings of a great online game in its hands. 


Making Your Debut 


Final Fantasy XI will differ from its predecessors in one very 















i ^ E S. к\а лз _ 
obvious aspect—you won't be able to до a thing with it unless LOANS SOME PIRI. Fok 
you have net access. At the very least, you'll need the PS2 ICA CART: 
broadband adapter (going on sale this August) and an Internet ES x 

From the keyboard-based commands to service provider subscription. A USB keyboard and mouse 


LUC MEE would also help. Chances are you'll have to pay a fee to access 


Final Fantasy XI already looks and feels 4 Я 
much different from the rest of the se: the game; Square has yet to announce anything official, but 


ties, Although the game may seem a bit there will likely be some kind of monthly rate. 
overwhelming at first, Square has tried to Once you're set up online, the first order of business will 


€reate an interface that works seamlessly A ildi , А 
es oa арба our days did Satis barea. be naming and building a стег Hou Il have five races, six 
jobs, and three home countries to pick from. The homeland 


turing, Here's a quick guide: 

(Н The Help bar will function similarly you choose will be extremely important as it will dictate your 
to the way it did in FFIX and FFX's status starting point, and you'll be too weak 
screens. It will display help messages 0, in the beginning to venture very 
апа show statistics for the currently 4 i Р far away from home. After you 


selected magic or special ability. ч Я В 
make your selections, you'll T E Boston 


Р s ; ы 
C Menus will always be displayed À be unceremoniously dropped into your country's capital city and the game will 


on the right-hand side of the screen, 1 
Besides the usual business of equip- begin. What happens next will be completely up to you. 


ping weaponry and healing your 
a youll ө ош / " Monsters, Parties, and Missions 


other players online and create link E к r E УЗ, 
groups (informal player associations) So how would a typical player pass an evening in the virtual world of Vana'diel? 


to keep tabs on your friends. j 7 You could start with а little monster hacking. Fighting іп FFXI will be turn-based, 





(S The log window will be where 1 * using an active time system that should be familiar to Final Fantasy fans. Instead 
all battle and player text is dis- | of randomly encountering monsters, though, you'll be able to see them roaming 
played, The white text In {Не sereen: [| M 77 the countryside and attack or evade them at will. 

shot is public conversation between р ү 5 5 s А i 

Popon (the little dude in the middle) - But what's the point of playing an online RPG if you don't play with your 
and Rico (the big guy next to à friends? You'll be able to have up to six players form a party and rampage 
him), and the red text is pri- the countryside. If this isn't enough, you'll also be able to combine parties 


vate messaging between the 
two players. You'll also be 
able to send instant mes- | for a single group. 

sages to members of your \ Of course, with this being part of the Final Fantasy series, you'll 


et ди maner Y SN eventually want a little story to go with all the slashing and bash- 
\ ing. You'll be able to elicit one-shot quests from the computer- 
conti rs you run into in town, but most of the 
displayed in the lower right-hand 0169 рата y ч d b 
corner. Obviously, since Popon story will revolve around the missions granted by your 
isn't in a party right now, he’s the y homeland's government. These will run the gamut from 
only character shown here. When уои h, : { exterminating a hive of orcs to retrieving a lizardman's egg 


Join а party, the HP and MP of every- E Т К 
ione iB the group Will Bê displayed. for a government minister with exotic tastes in food to 


to form an 18-man alliance for bosses and anything else that's too tough 


(P` Your party's status will be — , 
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protecting a group of 
young sorcerers as they 
test their spells on real 
monsters. 

The missions you re- 
ceive will start out simple 
and without much reward, 
but as you gain levels and 
build your name, you'll 
start getting more glam- 
orous assignments and 
become privy to the inner sanctums of the government. The three countries 
in FFXI—the Republic of Bastok, the Kingdom of San D'Oria, and the Fed- 
eration of Windurst—seem to share friendly relations, but nasty border 
conflicts break out in the wilderness almost constantly. You'll even be able 
to conquest new lands for your home country if you're the adventurous 
sort. What lies beneath the surface of these tensions? The more you play, 
the more you'll discover. 


Hkazub: [FUN 
Allan: С сн ЕУ 
ЫНАЛ DFU MUSH E 





Your Chance To Shine 


There is no doubt that Final Fantasy XI will require a large chunk of time 
to fully get into. Japanese beta testers have had nothing but praise for the 


game, but some worry about how players need to level-up for a while be- 
fore anything really cool happens—a common problem with online RPGs 
like this. However, most gamers will probably be too busy building charac- 
ters, chatting with fellow explorers, and going on monster-hunting excur- 
sions to notice. The philosophy of previous Final Fantasies was to build a 
story for the player to follow; now, it 
will be the players' turn to weave their 
own tales. 
Prepare to wait a while for your 
chance at online stardom, though: 
This game is coming out in May in 
Japan, but probably won't hit Ameri- 
can shores until 2003. @ 
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BY FENNEC FOX 


= Developed by SquareSoft 
= Published by Square EA 


= Target release date: May (in Japan); 
2003 (in U.S.) 





PLaySrarion 2 


OVERSEAS PROFILE 


Three countries, five races, hundreds of monsters...the world of Final Fantasy ХІ 
will take time to fully explore. Are you up for the journey! 


HDS MAT 


Е 





Starting a battle will be simple. All you'll have to do is find a monster and 
target it with the O button. Once the monster is targeted, pressing the O 
button once more will bring ир а standard battle menu, enabling you to 
attack, use magic or special abilities, or examine the monster to see how 
strong it is. 

Non-magic users (like warriors and thieves) will be able to perform 
auto-attacks on their enemies, continually punching or slicing until the battle 
ends or they're ordered to stop. Things will be more complex with mages: 
Each magic spell will take a certain period of time to cast and will be auto- 
matically canceled if the caster gets hit during the spell. 

pus Beating tougher monsters with a full six-person 

| party will require some major teamwork and perse- 
verance. In most cases, you'll want fighters and monks 
slashing away in the front lines, and mages casting at- 
tack and healing spells from a safe distance. Just make 
sure you don't die —if you do, you'll lose experience 
points depending on how far away you are from the 
next level. Thanks to this system, it will be quite pos- 
sible to level-down after dying, which is both annoying 
and will make your friends laugh at you. 
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BY FENNEC FOX 


E Developed by BioWare 
J] = Published by LucasArts 
= Target release date: Fall 2002 FIRST LOOK 


When LucasArts announces a new Star Wars game, people get curious. When 
it says it will be an RPG set 4000 years before the first movie, people start 
paying attention. But when it reveals that the game is being developed by 
BioWare, the outfit behind Baldur’s Gate and nearly everything that’s good 
about PC RPGs, that's when gamers start to get really excited. 
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You'll run into humans, droids, and nearly every species in between during your 
quest in Star Wars: Knights of the Old Republic. 


Star Wars: Knights of the Old Republic is set at a troubled 
time in galactic history. The Jedi Knights still number in the 
thousands, but they have strong enemies in the Sith, mas- 
ters of the Force who don't bother with the goody-goody 
righteousness that Jedis take to. Into this conflict enters 
you, a young Jedi with the power to make or break this 
interplanetary war. 

Your journey will take you across 10 planets, from Tat- 
tooine and Dantooine to the Sith homeworld and Kashyyyk, Chewbacca's birthplace. You'll choose two 
other characters from a group hanging out on your space ship to accompany you. The гате battles 
will be action-oriented while keeping some of the strategic elements that marked the Baldur's Gate inter- 
face. System details have yet to be revealed, but LucasArts is promising combat scenes heavily inspired 
by the films' lightsaber battles. 


| THERE'S ONE! SET FOR STUN 


Knights of the Old Republic will be the Xbox's first major RPG, and BioWare 

is busy making sure it will be a memorable one. The galaxy you explore will be 

exquisitely detailed and include thousands of little graphic touches— including 

realistic shadow and sunlight effects— that bring the saga to life in a way paper- 

back science fiction novels could only hope to. You'll have the freedom to be a good Jedi and work 
against the Sith or turn toward the dark side and spread chaos across the universe. A host of mini-games, 
including swoop-bike racing and target practice at your ship's main turret, will complete the picture. You 
can look for the finished game this fall. 
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You have the POWER. In this contest you don't rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? It looks simple, but it's only the start. Each of 
five more puzzles will get harder. But this time it's all up to you. Stay in to the end 
with the highest score and the gear is yours. With whatever options you want. Do 
you have what it takes? Try your hand and play to win! 


Computer Contest. Win a tricked out gaming computer with 2.0 Ghz 
Pentium 4, 1 Gig. RAM, 120 Gig. HD, DVD, Windows XP, Nvidia card and more! 


Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
Microsoft XBox, Nintendo Gamecube and Sony Playstation 2! Get all three or trade 
the ones you don't want for CASH! Bonus options include: 33" monitor, $1,000 in 
games you choose, Gameboy Advance, cash, accessories and more! 


art 
A WRECK 
.C TURBO. 
Е | DREAM ....O 
CHASE. 





y The Ultimate oven 520.0009 1 росс 


Rattlebrain 


“We Make You Think...” 


g Rig! 








Environment, 60 inch HDTV 
all components shown. Win 


Media Rig Contest. The Ultimate Gamin 
monitor, 130 watt receiver w/ Dolby Digital, DVD an 
DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 


We're talkin GAMING HEAVEN! 


d 


Directions. Fill in the Mystery Word Grid with vonis going across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 

In the future. For each contest there will be four more puzzles at $2.00 each 
and one much tougher final at $1.00 which will be sent to you hy mail, You will have 
3 weeks to solve each puzzle. We don't know how many will play but typically 55% 
will have the highest score possible score to Phase І, 43% to Phase II, 36% to Phase 
Ill, and 32% to Phase IV. Highest score in the final determines the winner. If players 
are still tied they will split the value of the grand prize they are playing for. 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 
C ($3.00) Video Game Contest 

C ($3.00) Media Rig Contest 

CI ($3.00) Computer Contest 

C ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


Age 


Yes! 


TVW ОМУ ало 


Address 


State Zip 


сиу 
DS SEND CASH, CHECK, MONEY ORDER TO: 
RATTLEBRAIN, Р.О. BOX 9315 
PORTLAND, OR 97207-9315 


VOID WHERE PROHIBITED + ENTRY DEADLINE: POSTMARKED BY July 13th, 2002 * ENTRY FEE MUST BE INCLUDED. 
Only one entry per person, You must be under 30 years old to play. Suppliers of Ratlebrai, Inc. ineligible. Not responsible for 
lost or delayed mail, Judges decisions are final. Open to residents of the U.S. and Canada. Winners determined no later than 
12/28/02. You can request Winners List and Official Rules by writing: Rattlebrain Rules, PO. Box 9315, Portland, OR 97207-9315. 
Merchandise names and models are trademarks of their respective companies who, along with this magazine, have no 
affiliation with this contest (And, if you've read all this you have the personality type to win),©2002 Ratilebrain, Inc. 


Verifiable retail value of contest prizes: Media Rig $7,012.00, bonus options $4,699.00. Computer $2,500.00, bonus options $3,587.00. Video Game $900.00, bonus options $4,799.00. 
-This is a paid advertsisemnt for Rattlebrain, Inc.- 
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GRANDIA XTREME HAS been out in Japan since 
January, and with the formidable Japanese RPG duo of 
Game Arts and Enix also behind the American version, 
it sounds like a winner. But sorry, Grandia II fans, don’t 
consider this Grandia “III” even though Xtreme draws 
much from Il. 

The “Geohound” is now a “Geomancer” named 
Evann, who has been ordered to investigate a weird dis- 
turbance that’s tearing apart his planet. Unlike Grandia 
Il, Xtreme will emphasize dungeon exploration with 
| underground areas that randomly generate every time 
| you play the game. 

Preview visuals reveal a world that mimics Grandia 
d 115 vibrant fantasy environment, though generous face- 
lifts have been given to most of the same character 
and creature models. GII fans will even battle bosses 
that are gigantic-if-not-familiar-looking 
monstrosities. 

Monster fights will again feature weapons 
and magic governed by Grandia's hybrid 
real-time/turn-based combat scheme, the 
Ultimate Action System. This time, how- 
ever, certain random conditions will enable 
your four-person party to combine individ- 
ual attacks into one humongous hit. So far, 
Grandia Xtreme looks like a nicely baked 


BEES „ S rehash of a tried-and-true formula. @ 





BY TOKYO DRIFTER 


Phantasy Star Online Version 2 FE 22sec wy sonic ean 


я Published by Sega 
PHANTASY STAR ONLINE VERSION 2 is the next evolutionary step т тан зен japan) OVERSEAS PROFILE 
for the series that proved that console gamers will indeed go for an Internet 
game as long as the experience is compelling. Although Nintendo has said 
nothing about its online plans, GameCube users should still enjoy everything 
featured in Version 2 for the Dreamcast, along with several exciting revisions. 
Playing Phantasy Star 
Online will involve wander- 
ing through vast mazes and 
open sections to destroy 
all monsters, meet other 
characters, and trade wea- 
pons. Three new character classes—Hucaseal, 
Ramarl, and Fomar—will be selectable, and there Wank, 
will be many new stages and enemies. Phantasy WE 
Star Online vets will appreciate the revamped item- 
trading window that will ease bartering, so you'll no longer have 
to drop and pick up needed gear manually. To help players com- 
municate a little easier if and when online gameplay goes live, a 
specialized controller with a built-in keyboard will be made avail- 
able at the same time the game hits stores. After casual socializing, 
you'll be able to fight monsters by yourself or form a party to 
get much-needed help when you 
take on the big bosses. 
Currently, Phantasy Star 
Online is scheduled for a U.S. 
release, but no specific date 
has been announced. OB 
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| Saturday night 10:15 
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erg your пиа оп 
the important things. 
Not on your body acne. 


Nature's Cure? Two-Part 
|. Body Acne Treatment 
. System works INSIDE 
.. and OUTSIDE to clear 
S and prevent acne. 





А ` Medicated formula 
sprays from any angle 
to clear blemishes in 

hard-to-reach places. 





| | > А natural tablets help 
` stop body acne where 
it starts. : 
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Formula! 
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3 D © NATURAL HOMEOPATHIC 
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Bereadyfor.whenitmatters most. 


























А у Мз. 
Desperate times call for desperate measures, 
and sometimes you have to fight dirty in order 
to survive. Here are some techniques that can 
help you out of a jam. 


One of the most effective and efficient tactics in State of 

Emergency is to trip up an enemy, disarm them, and then 
pummel 'em to defeat while they're still on the ground. Let's 
call this maneuver "Scoot-Slide-Shoot" (see below). 


165200 t тен ||! 1] mmu TE 1662 
ШЕШ 5 2200 HE E EG 62200 TE m 166200 Ш 200 


000 200600 


А овлкст хто ў Р АА оплкст5 x10 


The best way to destroy a car 
is with an explosive projectile; 
if one isn't available, shooting 
a vehicle from behind with 

a firearm also works— 
although that method isn't 
100 percent reliable. Just ~ 
remember to stay a safe dis- 
tance away while you fire— 
otherwise you could become 
part of the explosion. 














One more thing: If you're run- 
b ning away from gunfire, do 
not run near any parked 
% cars. Of course, this 
works to your advan- 
\ Таре # Согрогайоп 
[| officers are standing near any 
parked cars.... 
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If you're ever knocked flat on your 
back, you can knock any nearby at- 
tackers to the ground if you act 
quickly. While you're on the ground; 
hold Down on the analog stick while 
rapidly tapping O. You will kick any 
standing attackers to the ground, 
where they'll be vulnerable to your 
beatings. 





Ф 1. CE — 
ians do nothing but get in the way, 
but they have a few positive aspects. 

First, they frequently carry items that 
you can knock from their grasp, pick 
up, and then use. You can also weave 
through civilian crowds to shield your- 
self from pursuing gunfire. 





Е A 
When taking on an opponent hand-to- 
hand, mix up your punches and kicks; 
otherwise, you'll be stuck in a clinch. 
To grapple with an opponent, press 
into them and then simultaneously 
press X and O. 





While you're grappling, rapidly press 
X or O in order to gain the upper 
hand against your attackers. 
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However, be wary of punching an 
enemy while you're holding a firearm; 
chances are you'll go into a clinch, 
drop the weapon, and your enemy 
will most likely gain the upper hand. 


^ Mh d 
You can pick up various street signs 
and other objects and bash enemies 
over the head with them. However, 
these objects can also deliver a fatal 
deathblow. 





When an enemy is on the ground, 
stand over him while holding the ob- 
ject and then press and hold X. You'll 
smash the object on the fallen foe for 
a quick KO. 


Getting stuck in a clinch may not be 
such a bad thing— especially if you're 
surrounded. While grappling with an 
enemy, no one else will attack or 
shoot you— plus, if you can over- 5 
come your opponent, you'll inflict 
more damage and clear a path 
out of the crowd when you # 
kick your foe away. 












The best hand-to-hand weapon is the 
cleaver; Not only do its slices inflict 
massive damage, but you can decapi- 
tate most enemies. The axe is also 
remarkably effective...and it also has 
decapitation power. 


AMMO 1 | [D 
Several missions call for buildings to 
be destroyed, and for that to happen, 
an explosive must be placed inside a 
structure. The best way to ensure 
destruction is to stand right against 
a building door or window when you 
throw an explosive; if you chuck an 
explosive from a distance, it may 
bounce off the window frame and 
explode on the ground instead. 

























THERE ARE 3 CARS TARGITED IN 
тиу CAR PARK, DESTROY ALL 
THREE, 


Morons: Э 0 


F reruen — вијест 


Chaos Mode has its own share of 

mayhem-based activities. Although 
you can gain extra time and health 

by defeating Corporation forces and 
committing other acts of mayhem, 
you can also gain huge bonuses by 

actually completing the few missions 

that are thrown your way. 








In the Capitol City Mall level in Kaos 
Mode, you can find two safe spots. 
One is located on the second floor. 
of the mall. 


AMMO 5 





ада ш. 
If you make enough trouble, Corpo- 
ration officers and other thugs will 
repeatedly pursue you into this dead- 
end room where you can blow them 
away and then take extra time icons 
that fall out of them. Weapons regen- 
erate in this room, too. 





You can find a second safe spot on the 
ground floor of the mall where ene- 

mies always pursue you, and weapons 
regenerate nearby. 
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LAY FAST. 
REPLAY CENTRAL 


5 70 secr a мар 
55 ^ 70 GO RACK. 


Revolution Mode has several submis- 
sions of varying duration and difficulty. 
Throughout the game, you'll repeat 
the same tasks. 





Not everything in State of Emergency 
is smash-and-crash mayhem. In fact, 
much of the game involves protecting 
and defending people and places from 
harm or destruction. Here are a few 
of those key missions and how to 
survive them. 


КО 


SLORY erect то SASS MOUSE 
100KS ПКА A CORPORATION 
OFFICIAL NAMED PIERCE 15 IN 
TROUBLE WITH HIS HANDLERS. 
THERE'S A DEATH WARRANT ON HIS 


E ® 0 
ACKPI REJECT 


Escort missions are a real pain be- 
cause you have to worry about sav- 
ing someone's butt other than your 
own-— plus, there's friendly fire to 
worry about. 





While playing escort, the person fol- 
lowing you may come under heavy 
fire or attack. When this happens, 

immediately attack the shooter and 

get his attention. Although you'll take 
damage, it will keep the person you're 
guarding alive. 
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Among the most hazardous charac- 
ters in the game are Mad and Insane 
Bombers— they have a telltale bomb 
icon over their heads. Whenever 
you're on a mission that involves a 
Bomber, look for a firearm and keep 
it nearby. If there are Corporation 
forces to contend with, take them 
out with hand weapons. Save the fire- 
arms for the Bombers and shoot them 
at long distances. 


L 





If a Bomber is about to enter a build- 
ing or take out a target that you must 
protect, punch him. One caveat: You'll 
take serious damage (about half your 
health will be blown away), but if you're 
about to complete a tough mission and 
have the health to spare, it's better 

than having to repeat the entire task. 





You can also use enemy gunfire to take 
out Mad/Insane Bombers; xy 



















when you're taking fire, 
simply run to an ap- 
proaching Bomber. 





оу MUSEUM 
= 


2 = 
Another trying mission objective is to 
guard doorways and keep Corpora- 
tion officers from entering a building. 
The best way to keep intruders out 
is to stand in the doorway and beat 
them away — preferably with a hand 
weapon, such as a baseball bat. You 
can also distract an approaching mob 
of guards by attacking them and di- 
verting their attention. 





Sometimes, when a mob of enemies 
is hot on your heels, you have to make 
a stand and fight them off. One prime 
piece of real estate to make a stand 
is at the top or bottom of an escala- 
tor. If things get too hectic, just ride 
the escalator. 





Not only does riding an escalator put 
some space between you and your 

pursuers, but it also gives you a chance 
* to take them out 


one at a time as 
they ride and depart 
the escalator. Keep in 
mind, though, that escala- 
tors are only in the Capitol 
City Mall and Corporation Cen- 
tral areas. 





OF EMERGENCY 


TATE 


IF ALL ELSE FAILS 


liue mo 


Of course, if things get too hec- 
tic, you can always cheat, and 





State of Emergency has some 
spiffy built-i 
Simply enter any of the follow- 


nhancements.” 


ing codes during gameplay—not 
while the game is paused— to 
activate these cheats. To deacti- 
vate any cheat, simply input the 
code again. 


Big Player: 
Press RI, R2, LI, L 


Infinite Ammo: 
Press LI, L2, RI, R2, A. 


Infinite Time: 
Press LI, L2, RI, R2, ©. 


Invulnerable: 
Press Ll, L2, RI, R2, х. 


Little Player: 
Press RI, R2, LI, L2, x. 


Looting on the Rise 
Press КІ, LI, R2, L; 


Punches Decapitate: 
Press LI, L2, RI, R2, C. 


Successfully Complete Mission 
In Revolution Mode: 

After you accept a Mission, press 
Left, Left, Left, Left, ۸. 


Switch Back to Normal Size: 
Press RI, R2, LI, L2, ©. 


Start a game in Kaos Mode and 
enter the following codes during 


gameplay and not while the game 
is paused. If you entered the code 
correctly, the name of the cheat 
will appear onscreen. 


Unlock Bull: 
Press Right, Right, Right, 
Right, x. 


Unlock Freak: 
Press Right, Right, Right, 
Right, ©. 


Unlock Spanky: 
Press Right, Right, Right, 
Right, A. 
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HOME ENTERTAINMENT INC. 


of original "street" characters 
real pro riders. 
Complete insane challenges to snag 


your very own Gravity Games!" gold . 
medal! 


Gravity Games™ BIKE: Street. Vert. Din 
..Its the next best thing to actuall 
being there! 


Wanna Win? here's ho 


* Log onto. www.gamepro.com/midway.html 
*Click on-the Gravity Games™ BIKE: Street. Vert. Dirt 





« Visit www.es 


| 5 П call 1-800-771-3772 
[| |. 5 Playstation) ЕМЕ far ating formation décrit 








Gravity Games™ Bike: Street, Vert. Dirt. © 2002 Midway Home Entertainment Inc. MIDWAY and the MIDWAY LOGO are registered trademarks of Midway Amusement Games, LLC. BIKE: STREET. VERT. 
DIRT. is a trademark of Midway Home Entertainment Inc. GRAVITY GAMES™ is a trademark of PRIMEDIA Specialty Group, Inc. and is used with permission. © 2002 PRIMEDIA Specialty Group, Inc. All 
rights reserved. Distributed under license from PRIMEDIA Specialty Group, Inc. by Midway Home Entertainment Inc. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of 
Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft.PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. ™, 
® and the Nintendo GameCube logo are trademarks of Nintendo. 


Contest ends June 30, 2002. No Purchase Necessary. Void where prohibited. A copy of the Official Rules are available at www. gamepro.com/midway.html. Sony Computer Entertainment America takes no 
responsibility for this offer. 








са) РКО strRaTEGY/GUIDE 


оо STAR WARS i 


EATEN 


Space combat can be a tough gig, so this ProStrategy Guide unveils Jedi Starfighter's hidden 
objectives, helps you prioritize your targets, and finishes off with some cool cheat codes. 
Note:This ProStrategy Guide is based on the PlayStation 2 version. By Rir Hendrix 


General Tactics The informant 











ч 
т 
т 
2 


A 


Shooting 


ONE PLAYER: Destroy the spy ship. 


TWO PLAYER: Complete the 
mission in under 
four minutes. 





оаза) Achieve Force clarity (which results If you're taking fire, figure out who's Target Priorities 
a in an impressively boosted Force shooting at you by quickly tapping A. 
power) by releasing O right when the 
Force particles are at their whitest 
To lay down fire on a quickly moving апа brightest. 
target, lead it out by aiming at the 
spot where the target will be, not 
where it currently is. 





Focus on the Trade Federation lander 
To see indicators for all possible tar- as soon as it appears. Use Force shield 





gets at once, press and hold O. to cover your backside since it gen- 
S erally takes some time to blow up 
Frequently using wingmates is a vital Flying larger craft like these. 


part of completing missions, especially 
the later ones. The tasks they're best 
When facing distant targets, press and suited for are attacking large enemy 
hold LI for a sniper view that zooms craft or defending a friendly target. 


in more closely. 
Targeting 


To locate a specific target, repeatedly 
tap A to cycle through all possible 
targets. 


MISSION 2: 


Unlikely fillies 





ONE PLAYER: Allow no enemy craft 
to land on the beach. 


TWO PLAYER: Destroy all carriers. 





The clutch powerslide turn enables Target Priorities 
you to rapidly come around on a tar- 
get. To pull it off, quickly tap R2 and 
then L2 while turning. 





In every level, look for ways to use Adi's 
Force powers and Nym's secondary 
weapons as much as possible —they're 
usually a key component of a success- 2 
ful mission. Whenever the objective tracker high- 
а lights a target—it's the only time а 
target's marker will be blue — pay 
close attention because it's always 
mission critical. 





At the start of the level, clear out 
the Scarabs until Nym can lift off. 
Force lightning works great on them 
or any other cluster of small craft. 
Once Nym is airborne, shoot at 
whatever you like —just keep busy. 





If your craft becomes disoriented on 
land-based missions, tap R3 to auto- 
matically level it. 














= 
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If you're going for the one-player hid- 
den objective, first take out the two 
troop transports, then the 12 droid 
starfighters, which will come in three 
waves of four starfighters. 


When Jinkins starts squawking about 
the bombers originating from the sec- 
ond battleship, make them your top 
priority. Force lightning dispatches 
them quickly. 


MISSION 3: 


Prisoner Break 


ONE PLAYER: Destroy all walking 
starfighters in the 


hangar. 


TWO PLAYER: Destroy all space 
station doors. 





Target Priorities 











Start by going after the 
clusters of capital turrets 
and laser turrets spread 

across the space station. 





A blue objective indicator will high- 
light the airlock door that you need 
to blow open in order to accomplish 
the bonus objective. 





For the one-player hidden objective, 
enter this hangar and take out the 
droid starfighters. 





Focus on the troop transports as 
soon as they appear. A combo of 
bombs and lasers is most effective. 











Lastly, order your wingmates to de- 
fend the Liberator and focus on en- 
emy fighters until the Liberator 
enters hyperspace. 
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MISSION 4: 


Turning 
The Tides 


ONE PLAYER: Destroy all tractor- 


beam towers. 


TWO PLAYER: Destroy all Trade 
Federation sub docks. 





Target Priorities 





At the start of the level, order your 
wingmates to protect one of the dem- 
olition boats, then clear out mines 
until the subs show up. 






os 
Ab i Sea NS 
Handle the deadly subs by leading 


them out with Nym's bombs, but be 
very careful. If you're flying low, the 


backblast from the bombs can liter- . 


ally kill you. 3 


In the subsequent fracas, prioritize 
your targets in this order: bombers 


"^. first, mines and laser turrets second, 


and then tractor-beam towers, 
sub docks, and droid star- 
fighters when time permits. 
When more subs appear, 
divert and protect the 
demolition boats 
from them. 








To take out Harro Ruuk, stay high and 
use cruise missiles or lead him out 
with bombs. Add plenty of lasers and 
repeat until he’s toast. 


MISSION 5: 


Poisoned Skies 


ONE PLAYER: Destroy all enemies. 
TWO PLAYER: Protect all buildings. 





Target Priorities 





There' little strategy in this level — 
just don’t stop shooting! Hex mis- 
siles are your top priority, and use 
Force lightning every time it recharges 
(especially on the dangerous Sabaoth 
fighters). If you're going for the one- 
player hidden objective, make the sec- 
ond Hex deployer your very last target 
because taking it out ends the level. 


MISSION 6: 


Mount Merakan 


ONE PLAYER: Complete the 
mission in under 


nine minutes. 


TWO PLAYER: Destroy all ore 
containers. 





Target Priorities 





Order Jinkins to cover you as the 
mission begins so you can largely ig- 
nore the enemy fighters, and take 

out the pair of landing pads and slew 
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of оге extractors. Don't blow off the 
missile launchers, though — they can 
be lethal. 





If you're going for the bonus objective, 
the freighters launch in three waves: 

six the first time, and two the second 
and third times. Listen for Jinkins' ver- 
bal warning of their launch and cycle 
through targets until you locate them. 
Cruise missiles are perfect for taking 
them out. 


Hammer 
fnd Anvil 


ONE PLAYER: Destroy all Trade 


Federation freighters. 


TWO PLAYER: Destroy all Sabaoth 
craft. 





Target Priorities 






When the level opens, cycle through 
your targets and focus solely on 
bombers until Nym says the area is 
secure. Use Force lightning on the 
bombers every time it recharges. 


NL 
When the bombers are toast, take 
out the pair of orbital guns. Use Force 
shield to cover your butt during the 
time it takes to blow them up. 
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Sango Fett 





Next, mop up fighters and take a 
run at Jango Fett until Captain Orsai 
takes out the shields; then demolish 
the two defense platforms (use Force 
shield again). 


Demolition 
Squad 


ONE PLAYER: Destroy all landers 


and superfreighters. 


TWO PLAYER: Destroy all defense 
barracks. 





Target Priorities 





From the level's starting point, circle 
to your left, immediately target a 
shield bunker, and order your wing- 
mates to attack, which sends the 
commandos in. 





Then focus on providing cover for 
your commandos. Enemies on the 
ground are your top priority— 
especially tanks and defensive 
bunkers. 












(108) 








Keep busy at all times finding some- 
thing to shoot and use Force shock 
wave when the opposition gets par- 
ticularly fierce. 





Working clockwise, order your com- 
mandos into the next bunker right 
after the previous one blows up. 


MISSION 9: 


The 
Dragon's Den 


ONE PLAYER: Prevent all Hex de- 


ployers from escaping. 


TWO PLAYER: Prevent all dropships 
from landing. 





Target Priorities 






This level is really tough, so if your 
shields take too much damage, re- 
treat for a spell and let them re- 
charge. At the start, take out the 
two dropships. 


Then circle the landing pad, taking 
out the laser turrets, Hex bombers, 





(Х) STAR WARS JEDI STARFIGHTER 


and battle droids. If you're taking too 
much fire, go to a higher altitude, 
zoom in, and snipe. 





When the wings of Sabaoth fighters 
show up, attack them with cluster 
missiles before they separate. Through- 
out this level, the Sabaoth fighters are 
the biggest threat, so when needed, 
take the time to clear them out. 






When the wave of eight dropships 
arrives, use all your cruise missiles 
to take out five of them, then shoot 
down the other three. 


сн A Š د‎ 
Then descend and skim the ground, 
heading for the partially open hangar. 
Clear out the battle droids in front. 


Inside the hangar, blow up everything 
before you take out the transmitter, 
which accomplishes the hidden ob- 
jective and gives you more maneu- 
vering room. If your shields are low, 
do a few laps until they recharge, 
then trash the transmitter and get 
out immediately. 








WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 





If you haven't already, order your 
wingmates to cover you while you 
take out the control boxes. Approach 
the control boxes straight-on, not at 
an angle, and blaze away with lasers. 
And stay out of the beams of light — 
they're lethal. 





When the control boxes are down, 
zip past the landing pad and take out 
the final Hex bomber, which accom- 
plishes the bonus objective. 





Lastly, re-enter the hangar and take 
out the reactor. It's a tough shot. — 
your best bet is to pump bombs at 
the opening from close range until 

the reactor blows. 


MISSION 10: 


Tug of War 


ONE PLAYER: Lose no friendly tugs. 


TWO PLAYER: Destroy the Sabaoth 
destroyer Reaver. 





Target Priorities 







Your main priority in this mission in 
taking out the waves of enemy tugs. 
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If the friendly tugs are getting pounded, 
focus on Sabaoth fighters for a while. 
Also, keep an ear on the radio — 
sometimes specific friendly tugs 
need a hand. 





Save your cruise missiles for either 
the three missile frigates (the bonus 
objective) or the Sabaoth tractor- 
beam frigates. 


MISSION 11: 
Escort to 
Geonosis 


ONE PLAYER: Destroy all Trade 
Federation landers. 


TWO PLAYER: Destroy the 
blockade. 





Target Priorities 

To succeed in this mission, you have 
to be conscientious about ordering 
your wingmates to attack capital 
ships when they appear and defend 
the transport the rest of the time. 
It’s also important to use Force light- 
ning on the waves of fighters every 
time it recharges. 





When the pair of Trade Federation 
landers appears, divide your time be- 
tween : assaulting them and keeping 
he waves of fi fighters from inflicting 
too much damage on the transport. 
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But when the two missile frigates ar- 
rive, they're your top priority. 





Once the all the capital ships are gone, 
defend the transport by hunting down 
the waves of Geonosis fighters. 





Once the transport emerges from 
the asteroid belt, take out two or 
three missile frigates—the key here 
is to target frigates that are side by 


side so that the transport can escape 


f 


through the resulting gap. 





MISSION 12: 


Cannon Fodder 


ONE PLAYER: Destroy all turrets. 


TWO PLAYER: Destroy the cruiser 
without using the 
orbital cannon. 





Target Priorities 





First, sweep the surface of the moon 
and eliminate the turrets. 
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Next, clear off the landing pad, which 
is filled with missile frigates, droid 
starfighters, and more turrets. 





When the bombers show up, focus 
solely on them. Use cluster missiles 
to take them out quickly. 





Once the bombers are wiped out, 
тор up the cruise missiles until your 
crew gets the cannon online. 








Once you're told the cannon 
is operational, target 








the Trade Federa- 
tion cruiser and 
use your wing- 
mate controls to 
attack your tar- 
get, which will 

fire the cannon 
at the cruiser. 


/ 


E 


i 13: 


Attack of 
The Clones 


ONE PLAYER: Destroy all bunkers. 
TWO PLAYER: Lose no clones. 





Target Priorities 





The single most important tactic in 
this mission is taking out defensive 
bunkers whenever they're open. 
They release tons of enemy troops, 
but if you wipe them all out, you'll 
significantly reduce the opposition. 
Make them your top priority when- 
ever they're open. 





Because they harm your clones the 
most, your number-two priority is 
ground forces, especially any type 
of tank. In any free time, take out 
fighters, turrets, and other such 
enemies with Force lightning and, 
of course, your lasers. 





If you're going for the core ship (the 
bonus objective), it's best to order 
your wingmates to take it out while 
you continue to cover the clones. 
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Heart of 
The Storm 


ONE PLAYER: All Mere transports 
must survive. 


TWO PLAYER: Complete the 
mission in under 
nine minutes. 





Target Priorities 


ШЁ 


Use the orbital cannon (fire the can- 
non by selecting a target and order- 
ing your wingmates to attack it) to 
take out the three dropships and the 
three missile frigates. 





flees. Once he's gone, hurry back to 
your convoy of transports and furi- 
ously take out droid starfighters— 
don’t make the mistake of lingering 
near the dome. 





Once the speeders are deployed, 
focus solely on the tanks. 





After Sol Sixxa blows open the dome, 
don't rush inside it; instead, lurk out- 
side the dome's doorway and snipe 











= Эл 








as many of the heavy turrets as pos- 
sible. If you don't, their crossfire will 
be lethal. When angles prevent you 

from sniping, head inside, and then 

quickly take out the remaining tur- 
rets and, lastly, the generators. 





The final battle against Bella is tough. 
She flies in very tight circles, so lead 
out your lasers by a sizable distance 
and unload all your secondary weapons 
on her. When she fires her missiles, 
repeatedly boost and spin to avoid 
taking too much damage. 


MISSION 15: 


The Jedi 
Master 


ONE PLAYER: All Mere cruisers 
must survive. 


TWO PLAYER: Destroy all turrets 
on destroyers. 





Target Priorities 


This level is stupidly hard—unless 

you have the patience and dedication 
of a monk, you'll probably want to 
use the Invincibility cheat (see side- 
bar, "Jedi Mind Tricks") or play on 

the Easy setting. 





When the level begins, target a Hex 
deployer and order your wingmates 
to attack. 


STAR WARS JEDI 





STARFIGHTER 





Provide cover for them by taking out 
Sabaoth fighters and defenders. If you 
get a free minute, take on some de- 
ployers yourself, but mostly focus on 
providing cover and ordering your 
wingmates to attack the next de- 
ployer as soon as the last one blows. 
Rely on Force shield and reflex to 
cover your six during this brutal as- 
sault. You can safely ignore the Hex 
bombers and missiles —Mace Windu 
will dispatch others to handle them. 


Capital Turret 


When the Sabaoth capital ships ap- 
pear, focus on taking out their capital 
turrets. Once those are gone, pro- 
vide cover for your own cruisers by 

focusing on fighters. 





When Toth gets into his own fighter, 
your first concern is dodging his 
deadly missiles. His ship is also much 
faster than yours, so use Force light- 
ning a lot—it's hard to lead him out 
enough with your lasers. G 


If you're not feeling the Force strongly enough to survive Jedi Starfighter's 
battles, use these codes to win the day. Enter them in the Codes menu 


of the Options menu. 


Invincibility: 


Turn Off HUD During Gameplay: 


QUENTIN 


NOHUD 
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This is how to be there. 


GAMEPHO 


WWwW.GaMemPno.coM #79 


Log on to GamePro.com for live 
coverage from the Electronic 
Entertainment Expo show floor! 






• Breaking News! 

* Special Sneak Previews! 
* Show Floor Gallery! 

* E? Forums! 


• And More! CHECK 
007 THE — 
It all begins May PP! 27407 BALL € 


CONTEST 0N 


Don't miss this opportunity to AMER. 


see the hottest games heading to 
your favorite system this fall! 


Form rr" pm nme 


Submit your hottest Code "m tips! Each month, " 
reader with the winning tip receives a product from 
Capcom, which features such high-quality games as 
Maximo: Ghosts to Glory for the PlayStation 2! 
Runners-up receive a GamePro T-shirt. 





Send tips to: 

GamePro magaz 
Code:Vault 

Р.О. Box 22210 
Oakland, CA 94623-2210 


or e-mail them to: 


codevaultegamepro.com 
Please include your name, address, and phone 


number so we can 


SELECT CRAFT 


ПШ 


xA 


Level Select: At the main menu, select Options, and at the Options screen, 
choose Passcodes. At the Passcodes screen, enter ! ? ?QWTTJ, and then se- 
lect Enter Code. Then, enter CLASSIC as a passcode, and then select Enter 
Code. If you entered the codes correctly, R2D2 will chirp, and all levels will 
be available. 


Unlock Millennium Falcon: At the main menu, select Options, and at the Op- 
tions screen, choose Passcodes. At the Passcodes screen, enter MVPQIU?A, 
and then select Enter Code. Then, enter OH ! BUDDY as a passcode, and 
then select Enter Code. If you entered the codes correctly, R2D2 will chirp, 
and the Millennium Falcon will be unlocked. 


Unlock Naboo Starfighter: At the main menu, select Options, and at the Op- 
tions screen, choose Passcodes. At the Passcodes screen, enter CDYXF! ?Q, 
and then select Enter Code. 

Then, enter ASEPONE as a САУУ 125 y 
passcode, and then select لست د‎ 
Enter Code. Ҥ you entered 
the codes correctly, R2D2 
will chirp, and the Naboo б 
Starfighter will be unlocked. 


E 





Unlock TIE Fighter: At the main menu, select Options, and at the Options 
screen, choose Passcodes. At the Passcodes screen, enter ZT? ! RGBA, and 
then select Enter Code. Then, enter DISPSBLE as a passcode, and then se- 
lect Enter Code. If you entered the codes correctly, R2D2 will chirp, and the 
TIE Fighter will be unlocked. 


Zachary Lowengood—Clarksville, TN 


Ша Still Frames © © e 


At the main menu, go into Bonus Features. At the Bonus Features menu, go 
into Credits. At the Credits menu, highlight “Main Menu” at the bottom of 
the screen and then press Up. The words Press Play for Special Film appear 
at the top of the screen. Press Play and you can watch a condensed version 
of the movie made up of still frames. 








гага you your prize. 








NHL HITZ 20-02 


Big Hits, Bulldozer Puck, and More 









Start a game in Exhibition or Championship mode, and at the VS screen, en- 
ter the following button presses to activate these cheats. If you entered the 
code correctly, the name of the cheat will appear onscreen. 


Big Hits: Press X, X, Y, Y, Y, B, B, B, B, Down. 

Bulldozer Puck: Press X, X, Y, В, В, Left. р: 
Disable Previous Code: Press Y, Down. : 
Domino Effect: Press Y, B, B, Right. 

Hockey Ball: Press X, Y, Y, Y, B, B, B, Left. 

No One-Timers: Press X, X, Y, B, B, B, Left. 

No Puck Out: Press X, Y, B, Down. 

Unlimited Turbo: Press X, X, X, X, Y, B, B, B, Right. 


SSX TRICKY 
Full Stats and Mallora Board 


PLAYER) SELECT CHARACTER 





At the title screen, simultaneously press and hold L and R, and then en- 
ter the following codes to unlock these cheats. If you entered the code cor- 
rectly, you'll hear a sound. 

Full Stats: Press Y, Y, Right, Y, Y, Down, A, A, Left, A, A, Up. 


Mallora Board: Press A, A, Right, B, B, Down, Y, Y, Left, X, X, Up. 


Note: The Mallora Board only works when you select Elise. 
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PIRATES: THE LEGEND OF BLACK KAT (ЕР) 


Invincibility, Upgrade Sword, and More 


HE = 


Autocatcher and Multiplier Captured 





? „= 
AUTOCAT Cyfege 
CAPTUR if 





During а game, simultaneously press and hold RI and R2, and then en- At the title screen, press Down, Right, Up, Left, Left, Up, Right, 








ter the following codes to unlock these cheats. If you entered the code cor- Down. If you entered the code correctly, you'll hear a sound. Start a game, 
rectly, you'll hear a short musical sequence. and then enter the following codes during gameplay to unlock these cheats. 
1 Million Doubloons: Press ^, R3, LI, О, x, R3, Select, L3, О, L2. Autocatcher Captured: Press Left, Right, Right, Left, Up. 

All Treasure Chest Keys: Press О, Select, х, O, R3, LI, L3, L2, ^, L3. Multiplier Captured: Press Right, Left, Left, Right, Up. 


Crazy Voices: Press R3, О, Select, х, ВЗ, A, LI, О, L2, L3. i ч 
Invindbility: Press х, О, L3, A, R3, Select, R3, LI, L2 O. KAO THE KANGAROO 
Show Buried Treasure: Press О, х, O, A, LI, Select, L3, L2, L3, R3. 
Show Treasure Chests: Press R3, х, A, L3, О, LI, Select, L3, O, L2. 
SSX Music: Press LI, x, ^, L2, D, О, L3, Select, R3, L3. 

Unlimited Items: Press A, LI, Select, L2, R3, L3, O, x, R3, О. 
Unlimited Wind Boost: Press Select, LI, R3, O, L3, О, L2, A, x, L3. 
Upgrade Sword: Press R3, Select, L2, L3, О, X, LI, О, L3, A. 
Upgrade Wind Dancer: Press L2, A, ВЗ, L3, х, О, R3, Select, LI, О. 





























At the main menu, select Password, and at the password screen, enter the 
Wind Dancer Invincibility: Press Select, A, LI, х, R3, L2, O, ВЗ, О, L3. following icons in order to unlock the corresponding level. If you entered the 
code correctly, you'll automatically go to that level. 





Ancient Ruins: Flag, Bomb, Kao, Boxing Glove, Kao 

Bear Peak: Frog, Frog, Kao, Boxing Glove, Kao 

| Big Blizzard: Lamp, Palm Tree, Heart, Boxing 
Glove, Kao 

Crocodile Island: Heart, Palm Tree, Lamp, Boxing 
Glove, Као 





Giant Heads, Monster Players, and More 





EAEE ET et ede he fe иса 





i 1 I a | Deadly Waterfall: Boxing Glove, Mushroom, Evergreen 
Ee = Й Tree, Boxing Glove, Као | 
Poe ERCP EET LLL) Evil Descent: Owl, Butterfly, Bird, Boxing Glove, 


TR зми 1 Kao 
Frozen Lake: Bird, Key, Frog, Boxing Glove, Kao 





Holy Temple: Bomb, Kao, Boxing Glove, Boxing 
At the Main Menu, select Options, and at the Options screen, choose Codes. Glove, Kao 
At the Cheat Codes screen, enter any of the following codes to unlock the Hunter: Д Palm Tree, Lamp, Frog, Boxing 
corresponding cheat. If you entered the code correctly, a screen will appear Glove, Kao | 
indicating that the cheat has been activated. Hypnodjin: Bomb, Flag, Coin, Boxing Glove, Kao 


Ice Caves: Key, Key, Kao, Boxing Glove, Kao 
Island Shores: Coin, Heart, Palm Tree, Boxing 
Glove, Kao 





Note: Passwords are case-sensitive. 


Cool Looks: radical 





Extra Players on Superstar Teams: Marrinson 


Little Valley: Butterfly, Bird, Key, Boxing 
Glove, Kao 






Hip Clothes: the70slive Evergreen Tree, Fish, Owl, Boxing 
glove, Kao 

Monster Players: alienbrain Megasaurus Ferocious: Fish, Owl, Butterfly, Boxing 
Glove, Kao 

Superstar Teams: ve Mythical Caves: Mushroom, Evergreen Tree, Fish, 






2 Вохіпд С1оуе, Kao | д Xx 
Never-Ending Slide: Flag, Coin, Heart, Boxing Glove, Kao 
É: Heart, Coin, 3 o| 
Trade Village: Coin, Flag, Bomb, Boxing Glove, Kao 
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Have Tails as a Partner 


ECT A CHARACTER — Si 








At the main menu, select Game Start. At the Select A Character screen, 
highlight "Sonic" and then press Up, highlight “Tails” and then press Down, 
highlight “Knuckles” and then press L, and highlight “Amy” and then press К. 
Go back and select Sonic. If you entered the code correctly, you'll hear a 
chime and Tails will follow you on your adventure when the game begins. 


SPLASHDOWN 


All Characters, All Courses, and More 

At the main menu, select Options. At the options screen, press and hold 
R2, and then press Up, Up, Down, Down, Left, Right, Left, Right, 0, 
О, O, О. If you entered the code correctly, a Cheats menu will appear. 
When you enter any of the following passcodes at the Cheats menu, you'll 











hear a sound. 


Note: Passwords are case-sensitive. 


All Characters: AllChar 











All Courses: Passport 
All Wetsuits: LaPinata 
Cannot Be Knocked Off: TopBird 
Expert A.l.: AllOutAI 
Hard Tracks with Normal A.l.: Hobble 
Maximum Performance Meter: PMeterGo 
Race Against F-18 in Time Trials: F18 

Race Against Ghost Player in Time Trials: SEADOO 
Race Against UFO in Time Trials: IBelieve 








Stare Gar) 
OVO Content, 


At the title screen, simultaneously press and hold LI and КІ, and then 
enter the following codes to unlock these cheats. If you entered the code 
correctly, you'll hear a sound. 

Full Stats: Press A, A, Right, ^, A, Down, X, X, Left, x, X, Up. 
Mallora Board: Press х, х, Right, О, О, Down, A, A, Left, D, O, Up. 
Note: The Mallora Board only works when you select Elise. 

Play as Mix Master Mike: Press x, X, Right, X, x, Down, X, x, Left, 


X, X, Up. 
Note: To play as Mix Master Mike, select any character after you input the code. 
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STAR WARS STARFIGHTER: SPECIAL EDITION eC 


Invincibility 


mack 





At the main menu, select Options, and at the Options screen, choose Code 
Setup. At the passcode screen, enter EARCHIPS as a password. If you en- 
tered the code correctly, the name of the cheat will appear onscreen. 


Tiny Players and Xbox Ball 


SMALLSHIOES, 


BCDEFGHI OK 


0 А Cancel 
STUVWXY 
234587 


2n 


A 
JKUMNOP 
1 


0 ‹ 





At the Main Menu, choose Options, and at the Options screen, select Codes. 
Enter the following codes to unlock these cheats. If you entered the code 
correctly, the name of the cheat will appear onscreen. 

SMALLSHOES 

BACHMAN 


Tiny Players: 
Xbox Ball: 


BLOOD WAKE 
All Boats, Blood Ball Mode, and More 





At the title screen, enter the following codes to unlock the corresponding 


cheats. If you entered the code correctly, you'll hear a sound and automati- 
cally go to the Main Menu. 


All Arenas: Press X, Y, Up, Right, Left, Down, Up, Down, L, L, Start. 
All Battle Modes: Press Y, A, X, B, L3, R3, Black, White, R, R, Start. 
All Boats: Press Up, Down, Left, Right, L, B, X, X, R3, Start. 


Blood Ball Mode: Press X, Y, White, Black, B, A, Left, Up, Right, 
Down, Start. 


Import Boat: Press Y, B, X, A, L, R, Left, Right, L3, R3, Start. 
Pufferfish: Press A, B, Black, White, Y, X, R3, R3, L3, L3, Start. 


Smack-a-Quack Mode: Press R3, L3, В, L, Black, White, Up, Down, 
Left, Right, Start. 
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E.T. THE EXTRA-TERRESTRIAL o 


Level Passwords 


At the main menu, select Password, and then enter the following passwords 
to unlock the corresponding levels. If you entered the code correctly, you'll 
automatically begin that level. 


Level 2: Press Up, Up, A, Down, Down, B, L, R. 
Level 3: Press Left, Up, Right, Down, L, A, R, B. 
Level 4: Press A, Left, B, Right, L, Up, R, Down. 
Level 5: Press L, R, R, L, A, Up, B, Left. 

Level 6: Press L, Left, R, Right, A, A, B, A. 

Level 7: Press B, R, B, L, A, Up, B, Up. 

Level 8: Press Up, Up, A, Down, Down, Left, A, B. 
Level 9: Press Right, B, B, Left, Up, R, R, L. 

Level 10: Press Left, Left, A, L, Right, Right, B, R. 


PETER PAN: RETURN TO NEVER LAND СУ 


Level Passwords 





ENTER PA 
EDE GH J 
a 


At the main menu, select Continue Game. At the Enter Password screen, in- 
put any of the following passwords to unlock the corresponding level. If you 
entered the password correctly, you'll automatically go to that level. 


Beach: PGCMMD 
Forest: CNCGKG 
Jungle: RGCKYD 











Invisibility, No Gravity, and More 


During gameplay, press Select to bring up the mission briefing screen, and 
then enter the following codes to unlock these cheats. If you entered the 
code correctly, the cheat will be enabled when you resume the game. 





All Heavy Weapons: Simultaneously press and hold L2, R2, О, and Left. 


All Standard Weapons: Simultaneously press and hold LI, RI, D, 
and Left. 


Invisibility: Simultaneously press and hold LI, L2, О, and Left. 





Maximum Ammunition: Simultaneously press and hold КІ, О, and Left. 


No Clipping Mode: Simultaneously press and hold LI, L2, RI, D, 
and Left. 


No Gravity: Simultaneously press and hold LI, L2, R2, D, and Left. 
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DYNASTY WARRIORS 3 © 1 


Select Side in Free Mode 











^ 
MUSOU 







184 A.D, 





The Yellow Turban Rebellion 






At the main menu, highlight “Free Mode,” and then press RI, R2, L2, LI, 
o, LI, L2, R2, RI, A. If you entered the code correctly, you'll hear cheer- 
ing and be able to play as any side in Free Mode. 


ИШИ Sa 




























All Cars, All Tracks, and More 


At the Main Menu, enter the following codes to unlock these cheats. If you 
entered the code correctly, you'll hear an engine sound. 


All Cars: Press Up, Down, Right, Right, Left, Up, Up, Down. 
All Tracks: Press Up, Up, Left, Down, Left, Right, Right, Up. 


Arcade Championships: Press Right, Left, Up, Right, Down, Down, 
Left, Left. 


Multiplayer Championships: Press Left, Down, Left, Up, Right, Left, 
Down, Right. 


Story Mode: Press Down, Left, Up, Right, Right, Up, Down, Left. 


MTV MUSIC GENERATOR (PE) 


Jester Interactive Skin 


When building a song, scroll down to line 999, and select the box next to La- 
bels. When the name entry screen appears, enter JESTER (case-sensitive) 





as a name. Go to the Skin Selection screen, and if you entered the code cor- 
rectly, a Jester Interactive skin will be available. 





MOTOR M 


Santa Hats 











Turn on your PlayStation 2 without a game disc inserted, and select System 
Configuration. Set the date to 12/25, and then insert the game disc. Start a 
game, and if done correctly, all racers will be wearing Santa hats. 


TOMBSTONE (VISTA SERIES) (ovo)(==)(<) 


Hidden Images 


On Disc 2, Bonus Material, press Right and a star appears onscreen. Press 
enter and you can browse a hidden Image Gallery: Posters and Set Designs. 
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Unlock Stages 


Create a new file, and then enter any of the following names to unlock these 
stages. If you entered the code correctly, you'll hear a horn. 








Desert Stages: WHACKLAND 

Jungle Stages: TWRECKSPAD 
Space Stages: BRAINSALAD 
Transylvania Stages: EARLSPLACE 





DRAKAN: THE ANCIENT GATES Se 


Extra Money, Invincibility, and More 





Pause the game, press and hold LI, R2, L2, RI (in that order), and then 
enter any of the following codes to unlock these cheats. If you entered the 
code correctly, the name of the cheat will appear onscreen. 


Extra Money: Press О, Û, Right, Left, x, ^, Down, Up. 
Full Health and Mana: Press A, Down, О, Left, О, Right, х, Up. 


Increase Spell Level: Press Up, Down, Left, Right, Right, Left, 
Down, Up. 


Increase Level: Press О, A, О, X, Right, Down, Left, Up. 
Invincibility: Press x, Down, A, Up, О, Right, Г, Left. 





TONY HAWK’S PRO SKATER 2x 
No Blood and Treyarch Decks 


5140г 
© BABY GIRL NIGEL 


CONTINUE 


RETRY 
SOUND OPTIONS 
END RUN 


TAO GO BACK ®)SEVECT, 





Pause the game, press and hold L, and then enter any of the following 
codes to unlock the corresponding cheat. If you entered the code correctly, 
the screen will shake. 


No Blood: Press Start, Black, A, B, Start. 
Treyarch Decks: Press White, B, Up, A, Right, Down, Start. 








NFL BLITZ 20-02 © 


na s Matchup Codes 





Start a game in Quickplay, Exhibition, Season or Tournament. After you select 
your team, enter the following codes at the Today's Matchup screen. If you 
enter the code correctly, the name of the cheat will appear underneath your 
team's logo. 


Allow Stepping Out of Bounds: Press L2, L2, R2, x, Left. 

Always QB, Two Humans Per Team: Press L2, L2, R2, R2, X, X, Left. 
Big Feetz: Press R2, R2, х, X, X, X, X, Left. 

Chimp Mode: Press R2, R2, x, X, X, X, X, Up. 

Classic Ball: Press R2, R2, R2, Left. 

Fast Running Speed: Press R2, R2, R2, X, X, Left. 

More Fumbles: Press L2, L2, L2, R2, R2, R2, R2, X, X, X, X, X, Up. 
More Time After Plays: Press x, Right. 

More Time to Enter Codes: Press L2, L2, R2, x, X, Right. 

No First Downs: Press L2, L2, RI, Up. 


No Interceptions: Press L2, L2, L2, R2, R2, R2, R2, R2, X, X, X, X, 
X, Up. 


No Punting: Press L2, R2, R2, R2, R2, X, Up. 


No Replays: Press L2, L2, L2, L2, L2, R2, R2, R2, R2, R2, X, X, X, 
x, Right. 


Power Loader: Press R2, R2, x, х, X, X, X, Right. 
Power-Up Defense: Press L2, L2, L2, L2, R2, R2, X, Up. 
Power-Up Linemen: Press L2, L2, L2, L2, L2, R2, R2, x, Up. 
Power-Up Offense: Press L2, L2, L2, L2, R2, x, X, Up. 
Showtime: Press L2, L2, L2, R2, R2, R2, R2, R2, X, Right. 
Super Blitzing: Press R2, R2, R2, R2, R2, X, X, X, X, Up. 
Super Field Goals: Press L2, R2, R2, X, X, X, Left. 
Team-Bilders: Press L2, L2, L2, R2, Up. 

Team-Cowboys: Press L2, R2, R2, R2, X, X, X, X, X, Left. 
Team-Gsmers: Press L2, L2, L2, L2, L2, X, Up. 
Team-Indians: Press R2, R2, R2, R2, X, X, X, X, X, Left. 
Unlimited Turbo: Press L2, L2, L2, L2, R2, x, X, X, X, X, Up. 


Weather-Snow: Press L2, L2, L2, L2, L2, R2, R2, R2, R2, R2, X, X, X, 
X, X, Left. 


Slow Motion Voices 


Pause the game, and press LI, L2, RI, R2, A, О, х, О. If you entered the 
code correctly, characters will speak with slow voices. 
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шг Шашы PlayStation.c 
BLOODY ROAR: PRIMAL FURY 


Big Head Mode, Unlock Characters, and More : $ @ S M U (5 G LE RR’ © 
Beast Form Only: Successfully complete Arcade Mode 15 times. н R U N e 


Big Arms Mode: Successfully complete Arcade Mode five times. ea ani Ceci pu 
Big Head Mode: Successfully complete Arcade Mode four times. TILE TERRITORY 
COM Battle Mode: Successfully complete Arcade Mode twice. 
Final Round: Successfully complete Arcade Mode eight times. 
High Speed Mode: Successfully complete Arcade Mode 10 times. 
Human Form Only Mode: Successfully complete Arcade Mode 14 times. 
Hyper Form Only Mode: Successfully complete Arcade Mode 16 times. 
Kids Mode: Successfully complete Arcade Mode three times. 
Knockdown Battle Mode: Successfully complete Arcade Mode 13 times. 
Low Speed Mode: Successfully complete Arcade Mode nine times. 
Maximum Difficulty: Successfully complete Arcade Mode 12 times. 
e213 15 
Mini Walls: Successfully complete Arcade Mode seven times. 
Movie Player: Successfully complete Arcade Mode. 
No Blocking Mode: Successfully complete Arcade Mode II times. 
No Walls: Successfully complete Arcade Mode six times. 


Unlock Cronos and Evil Laboratory: In Arcade Mode, after unlocking 
Kohryu and Ganesha, defeat Cronos to unlock him. 


Unlock Ganesha and Indian Palace: In Arcade Mode, defeat Kohryu 
at Stage 5, and you will go up against Ganesha in Indian Palace. 


Defeat Ganesha to unlock him. The ultimate off-road driving 


Unlock Kohryu: In Arcade Mode, defeat Kohryu at Stage 5 to unlock him. Д 1 adventure returns to the 

| PlayStation@2 computer 
Unlock Uranus and Chaos Laboratory: After unlocking Kohryu, entertainment system. Work for 
Ganesha, and Cronos in Arcade Mode, start a game in Survival [ an elite band of smugglers 
Mode. Defeat Uranus to unlock him. delivering contraband, escaping 


the authorities and attacking 
rivals. Make the drop, hit the nitro 
boost and get across the border 


$ П 
Unlock Beach and Street Courts in Jam Mode дезе DESKS [005E] 


rs. reer 


L HN E E BBL B JG 






At the main menu, select Season. Game, and then choose Continue to access the password screen. Enter 
LHNGGDBLBUGT as a password. If you entered the password correctly, “Courts Unlocked” will appear on- 
screen. Start a game in Jam Mode, and the Beach and Street courts will be available. 


WAVE RACE: BLUE STORM Q ы a Raided by 
Unlock Dolphin Park and La Razza Canal Tracks MamesmRuskin, 430 West Records 


end KOM Saunderson 
At the Main Menu, select Options. At the Options screen, simultaneously press X, Z, and Start to EN ч 
bring up the Password option. Select Password and enter any of the following passwords to unlock these 





blueprint. K 








courses. Ҥ you entered the password correctly, an indicator will appear onscreen. 
Dolphin Park in Stunt Mode: 463YWNX3 LULULU.ROCKSTRRGRMES.COM/SMUBBLERSRUN2 
La Razza Canal in Time Attack: MJV8LKL6 m9 
© в 
Hidden Helena Sequence "PlayStation" and the "PS" Family 
A . Я " . logo are registered trademarks of 
Insert the game disc, and when the introduction sequence begins, press Start to go to the title screen. At emer Enitan e 
j i i i i i it wil Interactive Digital Softw’ 
the title screen, wait for the introduction to begin again, and it will be preceded by a short sequence of He- Maea DAR И в 
lena swimming іп ап aquarium. Angel Studios logo are trademarks [ЩИ 





‘Angel Studios. Rockstar Games and 
the Rockstar Games logo are trademarks of Take-Two Interactive Software, Inc. 
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H e y у can you take a few minutes to answer some questions for us? 
Please fill out the following survey and fax, e-mail, or mail it (or a copy) 
to GamePro by June 30, 2002. Or go to gamepro.com and enter 
online! You'll be automatically entered to win a GamePro T-shirt. 


Name Age 





Address 








City 





Please indicate whether you read and, if so, how useful you found each of the fol- 
lowing sections from this issue of GamePro. Circle “All” if you read the entire 
section, "Some" if you read part of the section, and "None" if you did not read 
the section. If you read any part of the section, please let us know how useful it 
was by circling “1” for “not at all useful” to “5” for “very useful.” 


.. All / Some / None 
.. All / Some / None 
.. All / Some / None 

All / Some / None 
.. All / Some / None 
.. All / Some / None 
.. All / Some / None 
.. All / Some / None 
.. All / Some / None 


Table of Contents ... 
Editor's Letter... 
Head2Head. 

Art Attack... . 

Buyers Beware . . 

ProNews 

NetPro. 

Cover Feature (Swing Shift) . 
Special Feature 

(The GamePro Inquirer) 

PC GamePro 

Game Boy Advances . . . 
Sneak Previews . . 

PlaySmart. 

PlayStation 2 ProReviews 
Xbox ProReviews. 
PlayStation ProReviews . 
Sports Pages .. All / Some / None 
Role-Player's Realm . . -. All / Some / None 
ProStrategy (State of Emergency) . . . All / Some / None 


ProStrategy 
(Star Wars Jedi Starfighter) 


Code Vault 


All / Some / None 
. All / Some / None 
.. All / Some / None 
.. All / Some / None 
-. All / Some / None 
.. All / Some / None 
-. All / Some / None 
.. All / Some / None 


All / Some / None 
All / Some / None 


What system do you consider your main game system? 
Dreamcast (Macintosh CIPlayStation 
G3/G4/iMac C] PlayStation 2 


(NeoGeo Pocket COPS one 
О Міпсепао 64 (Super NES 
PC/Windows О Xbox 


О Game Boy Advance 
О Game Boy Color 

O GameCube 

О Genesis 


What game systems do you plan to buy in the next 12 months? 
Dreamcast (Macintosh O PlayStation 2 
О Game Boy Advance G3/G4/iMac OPS one 


О Game Boy Color ONintendo 64 О Xbox 
О GameCube LIPC/Windows 


Il us what you THINK! 


6. 


7. 
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WINNERS! 


Please indicate which of the following publications you purchase or read at least 
Six times per year: 


О GamePro 
О Maxim 
O Nintendo Power 


O Official PlayStation 
Magazine (OPM) 


O Computer 
Gaming World 


O Electronic 
Gaming Monthly 


О бате Informer 


ОРС Gamer 
0РЅЕ2 

OPSM 

O Sports Illustrated 
O Tips & Tricks 


О Game Now O Official Xbox Magazine 


Would you like to see expanded editorial coverage on the following: 
Arcade Games 

Consumer Electronics (DVD, MP3, etc) .. 

DVDMovies . 

Game Developers 

Game Peripherals 

Handheld Games . 

Online Games 

PC Games 


What games would you like to see ProStrategy Guides for? 








Pick six games below that you would like to see on a GamePro cover: 

Dino Crisis 3 C The Lord of the Rings The Sims 

Final Fantasy ХІ Metroid Prime Sonic Adventure 3 
Godzilla -] Mortal Kombat: 
Grand Theft Auto IV Deadly Alliance 
Gran Turismo 4 - Onimusha 2 

O Halo 2 Байа s Destiny 
О Harry Potter 2 Pokémon 

_ Kingdom Hearts 

O The Legend of Zelda 



































Spider-Man 











LJ Star Fox Adventures 











LI Tony Hawk's 
Pro Skater 4 


WWF Raw 2 
WWF SmackDown 4 




















Resident Evil 





























Shenmue II 








How did you get this copy of GamePro? 
O Subscribed 

O Purchased at the newsstand 

(Other 





Have you ever visited the GamePro Web site (www.gamepro.com)? 

О Yes ONo 

Do you have broadband Internet access from home (e.g, DSL, cable, TI)? 
О Yes Омо 
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Epic Campaign With Limitless Playability 


Play alone or quest with up to 64 players simultaneously on-line. 


Aurora Neverwinter Toolset 
You are the Dungeon Master. Create and host your own Dungeons & Dragons campaigns on-line with ease. 


RATING PENDING 


Visit www.esrb.org or Р а DEVELOPED By 
call 1-800-771-3772 Е « Е 
Хог Rating Information. N ай Bi OWARE 


INFOGRAMES, CORE 





NEVERWINTER NIGHTS © 2002 Infogrames and BioWare Corp. All Rights Reserved. BioWare Aurora Engine copyright 2002 BioWare Corp. All Rights Reserved. Neverwinter Nights, Forgotten Realms, the 
Forgotten Realms logo. Dungeons & Dragons logo, Dungeon Master, D&D, Baldur's Gate, and the Wizards of the Coast logo are trademarks owned by Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc. and 
are used by Infogrames under license. All Rights Reserved. BioWare, the BioWare Aurora Engine and the BioWare logo are trademarks of BioWare Corp. All Rights Reserved. Windows and Windows 95/98/2000 
are registered trademarks of Microsoft corporation. All Rights Reserved. All other copyrights and trademarks are property of their respective owners. 
















“the game that will change 
role-playing forever...” 
= Inquest 


“...a finely-crafted, 
incredibly in-depth RPG.” 
= IGN PC 


“has the potential to 
become the ultimate 
role-playing game.” 

- Computer Gaming World 


From the Developer of Baldur’s Gate, Tales of the Sword Coast, 
Baldur's Gate Il: Shadows of Amn, and Baldur's Gate 11: Throne of Bhaal. 
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Violence 
‘CONTENT RATED BY 
ESRB 





PlayStation.e X 


Made with love by 


<EIKCMAG- 





Ourgoal TS to SOA с/аѕѕіс MICE дате magazines SO Wiel 
they! аге not lost permanently: 


People interested in helping out in any capacity, 
please visit 05 а геќотадѕ- сот" 


No profitis madeifrom ECS SEEMS, nondo we offer anything 
аўа!абіе гот the publishers themselves: 


Ifyou come across anyone selling releases from 
this site please ао по support them andido letus know: 


Thank you! 


